














































GET 24 PAGES OF ACTION 
COMICS IN EVERY ISSUE OF THE NEW 
IMPROVED NINTENDO PDWER! 

That's right' The Legend ofZelda comes alive 
depicted by one of the world's top illustrators' 
Sixteen pages of full-color action in every issue'. 
PLUS, eight more pages of bumbling escapades 
featuring our favorite video hero, Mariol 

PLUS MAXIMUM PDWER TIPS, TRICKS 
PREVIEWS AND NEW EXPANDED COVER 
AGE OF ALL 3 NINTENDO SYSTEMS! 

AND ITS ALL STILL JUST 

The new Nintendo Power 
features die latest press-hot coverage of all 
three Nintendo systems--NES, Game Boy and 
Super NES--including Top Twenty hit lists for 
each! Plus more of everything you've come to 
expect from the hottest mag on earth! 





GET IT NOW! CALL 



TO O/IDilt BY VISA OR MASTERCARD MON-SAT f AM TO IfMtMGf/T 
PACIFIC STANDARD T WE fPST] SUNDAY SAM TO 5 PM 

When entering the FREE Nintendo Player's Guide, tall tin operator 
code 465 far the NFS Game Attn, 'code tiX'fvrtop Game Boy 
Player s Guide 'code 46T for the Menu Manse Player's Gwdt, 
code 468 for the Super NES Player $ Guide 


SUBSCRIBE NOW AND SCORE A 
PLAYER'S GUIDE..A $15 VALUE - / 


Dive into the new, improved NmtendQ 
Power now and pick from four hot 
Player s Guides' 

•MS Gam Aths foods 4651-180 
pages of complete maps for 18 of the 
best-selling classic games f 

• Gam Boy (code 466 f--featuring mops, 
tips, strategies for over 130 action hitsI 

• Mane Manta (code 467)-- 
mcludmg an in-depth preview of his 
new adventure, Super Mano World! 

• Super NES (code 468)- the inside lowdorn on the 
new game line-up for this 16-bftpowerhouse! 

Its your choice Pick one and gat it FREE with your subscription to 
Nintendo Power -for just W 



















































THE NEXT GENERATION OF NINTENDO POWER 


IS HERE TODAY! CALL.. 


(TosrdmbyVISA ctMaatarCard Mo* -S* 4u» to 
12mfaig/it Pacific Standard Tima (PST). Sunday tu*. to f pja. 
Tbo NmM* npmamti* will am* to talk to tka pervm 


Please print dearly with ink 


NAME 


ADDRESS 


THE POWER...NINTENDO POWER! 


□ YES ! Give IT TO ME! Send me 24 ISSUES over 2 years- -and my FREE Nintendo 
Pla yprs Guide--for just S30* 

□ YES' PM READY FOR (Tf Send me 12 ISSUES over I year-and my FREE Nintendo 
Players Guide--for fust SIS # 

“Pncss hstmf apply to US rtsriants only WasHxygIrvi Slat* fatHfanta add 12% salts tuc total Oli6 for a l-year 
subscnptmn arxfS 16.23 for a I yaar svbscnptron Canadian raudantx pry Hi M Canadian funds for a 2 yaar 
aubscnpmm amiS22 47 for a t yaar subscription (mcMa$ 7% GST) 



Please choose one 
ONES Gama Atlas mi 
O Gome Boy f4661 
O Mano Mama (4671 
O Super NES (4681 


cm STATE ZIP 

< } 

TELEPHONE NO 

I m paying tor my subscription by (check one) 

O Owe* or Money Order (Payable to Nintendo) O MasterCard O VISA 

_ /_ 

avoir card number exp date 


CARDHOLDER S NAME 



CARDHOLDER S SIGNATURE 


fae lorn this card nM your paymtarf or cradit card Information n/an asrmtnpw and mail to. 
to/rtendiL&rat* ******* 

Attn Sulmcfipban Oapt. 

PO. Bax37043 
IMbm 4WAM73-SN3 


Pieasa atom AS mats for datomry 
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I'M HUNGRY FOR ACTION! SENO ME THE POWER 
...NINTENOO POWER! 


□ YES! GIVE IT TO Mil Sand me 24 ISSUES over 2 years-and my FREE Nintendo 
Player s Guide 'forjust $30 * 

□ YES! I'M READY mm Send me 12 ISSUES aver 1 year -and my FREE 
Nintendo Player s Guide^orjustSIE * 

•PnceslHleiapplytrUS widen? unly Washington Sufp rerdsnts add fj% Sates tax trialS32 46 hr j 
2 y»at subscor'^n en'SIG&far a I year subscription Canadian residents pay $44 94 Cant dun funds ter a 
2 yvarsubscnpi^nandS2247/er 1 1 ytsrautecnptmn f^c/ufn 7% GST). 

Pleost choose one 

O NES Game Adas 14651 O Gams Boy 14661 
O Mar <° Mania 14671 Q Super NES 14681 

Enclose this card with your payment or credit 
cord mfomatmn man amalopa and mail to 
Ninten do Power ® Maguma Attn Subscription 
DepL.P 0 8 m 97043 RfdmondWASK73 9741 
Caoadian rtauhmta ha st/rw to ub 9 an 
International por/aga stamp. 



Please print clearly with ink. 


NAME 


ADDRESS 

~C!TY STATE ZIP 

(_ _ ]_ _ 

TELEPHONE NO 

I m paying for my subscription by (check oneI 

Q Chuck or Money Order (Payable to Nintendo} Q MasterCard 0 WSA 

_ / 

CREDIT CARO NUMBER EXF DATE 


CARDHOLDERS NAME 

X _ 

CARDHOLDER S SIGNATURE 

Flnasa *Uaw4f weak* tar dakvtry 

















































LaserBlazer™ Engage 


LaserBlazer™ Confront 



Blastris™ A 


Blastris™ B 


Mole Patrol™ 





INCLUDES 6 
GREAT GAMES! 


Suggested l/.S. 
retail price 


ZAP! Get the Nintendo Super 
Scope and SIX games m one game 
pak for under sixty dollars 1 Wipe 
out enemy forces with pinpoint 
precision in three different 
LaserBlazer™ games. Rotate 
and match up Colored Blocks in two variations of 
Blastris™ and zap some sneaky alien rodents in 
Mole Patrol™. With precision down to a 
single pixel, it gives you accuracy that 

you've never experienced before! I | |T| | O fl O O J 
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THE EMPIRE STRIKES BACK.8 

TERMINATOR 2.14 

NIGHTSHADE.18 

M.C. KIDS.22 


GAME BOY 


MEGA MAN H • • ••. 48 

UNY TOON ADVENTURES- -54 
HIGH STAKES-.58 


SUPER NES 


LEMMINGS.74 

JOE & MAC.78 

THE LEGEND OF ZELDA 
A LINK TO THE PAST.83 




TIPS FROM THE PROS 

CLASSIFIED INFORMATION.28 

COUNSELORS 1 CORNER.70 

■■■I THE INFO ZONE 

CELEBRITY PLAYER PROFILE.109 

NEXT ISSUE.114 

VIDEO UPDATES 

NOW PLAYING.102 

PAR WATCH.110 



COMICS 


ZELDA . 

SUPER MARIO BROS. - 
NESTER'S ADVENTURES 




PLAYER'S FORUM 

PLAYER'S PULSE . 

NESTER AWARDS. 

POWER PLAYERS. 

TOP 20. 
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ntstion which wc posed to you in Volume 30. It was an effort to come up with an rat 
ir Nintendo Power subscription. Were still working on new incxnrm.-s, but we thought 
few of the suggestions which were received. 


SERIOUS CASH-FLOW! A CASE OF BRIBERY 


GOOD DENTAL HYGIENE 


This is what would be irresistible: a 
$ 100 , 000 , 000 , 000 , 000 , 000 , 000 , 
000,000,000,000 shopping spree. Of 
course I know you cant do that, but it 
would be nice. 

Jeremy Bratcher 
Mammoth Cave, KY 


Extremely nice! 

AND IN THIS CORNER... 

I think it would be cool to offer free 
NINTENDO POWER boxing shorts 
I have included a sketch of whar they 
may look like. 

Timothy Deems 
Fairmont WV 



Whar would make renewing absolutely 
irresistible? If you would print this 
Halloween photograph of my son, 
Tyson, as Dr. Mario and Game Boy, 
thars what!! We made this costume 
rogether and he won our Mall conrest! 


Cathy and Tyson Robbins 

Warren, PA 



OKCat/jy, were happy to run the 
photo. Now where’s the cashi 


1 would run to the post office to order 
a yearly subscription ro Nintendo 
Power if you offered me three truck- 
loads of candy and a portable dentist 
for all die cavities I would gee 

Ann Butzer 
Lake Elmo,MN 

Lets see...three truckloads...NAH! 
You wouldnt need a dentist. Your 
teeth would have fallen out by that 
time. 

AIR HAGEN 

Something totally irresistible would be 
if you renewed for a year you would be 
able to get three of your friends to play 
a basketball game against Michael 
Jordan and Scotue Pippen. 

Isaac Hagen 
East Kingston, NH 


If you could bt any video game charac¬ 
ter, who would you be ? Link? Ryu 
Hyabusa? Princess Toadstool* 5 Mega 
Man ? Bowser? Donatello? Zitz> . . . 
Blaarg' 1 Send your letters explaining what 
character youd like to be. and why you 
would want to be that character to: 


Nintendo Power 
Player’s Pulse 
P.O. Box 97033 
Redmond, WA 
98073-9733 
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YOU LIVE WHERE?!? 

When Nintendo first came out, to say 
we enjoyed hours upon hours of Mario 
& Luigi would be an understatement. 
Seven months of that enthusiasm pro¬ 
duced these scenes on the walls of our 
sons room. Chrystic and D.J. actually 
live in Super Mario Bros. World. 
Though these scenes were painted years 
ago by my wife an I, our enjoyment of 
the NES has not diminished. Thirty- 
five games and a Super NES system lat¬ 
er, we still spend time squashing 
creatures, dueling monsters and jump¬ 
ing die longest gaps. 


Dan Dario 
Bangor, PA 



FROM THE HOT GLUE 

KINGDOM 



A few years ago, I decided to make toy 
figures out of hot glue. I found that the 
creatures in Nintendo games were easy 
to make. After I got better at making 
them I started to make the people. The 
characters arc solid hot glue. On some 
of them, I glued cloth on and then 
used magic markers on them. After 
this, I spread on a thin layer of hot glue 
so that it won t come apart The newer 
ones (Ganon, Link, Zelda and April) 
were painted They have held up well 
considering my four-year-old niece, 
Casey, plays with them all the rime. 

Steve Shelton 
Cochranviile, PA 



Its time for Nester to break out his trusty calculator and 
do some heavy figuring. This months issue contains the 
Fourth Annual Nester Awards. Tlx year 1991 has passed 
us by i but it left us with some fairly impressive software 
offerings Vote for your favorite game in each of the given 
categories. The number of categories which you can vote 
on has been expanded this year in an (ffort to give equal 
billing to all three Nintendo systems. The winners of the 
coveted “ Nester* will be announced in an upcoming 
issue. Ponder your favorites , pull out the perforated 
Player's Poll card, push your pen or pencil> paste your 
stamp y and put it in the nearest mailbox...please. Nester 
and I thank you! 

Gail Tildcn 
Editor in Chief 
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renewals only 24 hours 
a day, 7 days a wsek 
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Hot on the heels of Star Wars 
for the NES comes an adapta¬ 
tion of its hugely successful se¬ 
quel, The Empire Strikes Back 
from JVC. The game follows 
Luka Skywalker as he fights the 
dreaded Empire, trains to be a 
Jedi Knight and attempts to 
save Han Solo and Princess Leia 
from the clutches of Derth Vo¬ 
der. Digitized voices of the char¬ 
acters and a scana by scena 
account of Luka's journay make 
this game a must-piay for fans 
of the film. 


While guarding che hidden Rebel base 
on Holh, you’ve set out to explore a re¬ 
cent meteor-like collision on the sur¬ 
face of the planet The crater leads to a 


massive ice cave. Explore the cave for 
possible Imperial Probes and try not to 
be surprised by the Wampas that lurk 
below the surface. 


Q BLAST THE WALL OF ICE 


AIM UsCvMmird, 
d fag JVC Mwitc* Mi*' 
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LUKE! USE THE FORCE! 


QWHOMP THE WAMPA 


farjfc.il 


HEALTH 

POWER-UP 


TAUNT AUN 
POWER-UP 


FORCE 

POWER-UP 


TAUNTAUN 

POWER-UP 


THE EMPIRE 
STRIKES BACK 


,/bollg!-. abhtfjnsv these 
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Sensors indicate that an Imperial Probe 
Droid is transmitting the location of *-K» 

Rebel Base from the next ice cave It’s 
your job to find this evil mechanoid 


and destroy it before it can do any more 
damage-. Beware of Hoi him creatures 
and deadly water below. 


TART 




0 RETURN PASSAGE 


If you r* bios tod out of your Sncwspofrdf, rvn 
tfw Wgllgto ond Krt lH«m with your lighfcober 


wh n you drop down to me lover-Iat section of 
, . eu11 h ve no choice but tso i turn to the first iri 
missed some I-orct Items in die first cave, you 
ifo®. paw* to sobtcR andHIccrtiienrs th<y dll 
’«? very viable to ya« ftv Jthcr j*v-af yout adwntur 
mmnont tfiiekefic atdttuk ts»v4flo« irth f •*#>• 


The Probe Droid sent a message to Imperial 
Forces detailing the location of Echo Base Now 
AT-AT Walkers are making their way across the 
snow fields. Climb into your Snowspeeder and 
try to slow down the attack while your comrades 
escape. You can see the AT-AT Walkers on a radar 
view at the top of the screen. Fly towards them 
and blast them with your Cannons. If you’re shot 
down, you’ll have to take on the Stormtroopers 
and Walkers by foot wlufe you’re waiting for an¬ 
other Snowspeeder to appear. 


TRIP ’EM UP 

Since the Walkers have such long 
legs, you can trip them by hitting 
the legs with your Grappling Hook 
and Tow Line. You’ve only got five 
Tow Lines, so use . 
them sparingly and 
only when you’re sure 
that they’ll connect. 


fii« c Tow Lift# at lb© lugs of on Impend AT-AT 
Wdk*r ond you II drop the Walker into Ifw inew 


FIGHT ON FOOT 

If your Snowspeeder is shot down 
you can fight the Walkers on foot 
Press Up on the Control Pad when 
your character is positioned be¬ 
tween the legs of the 
Walker. Hell climb up 
and hit it with the 
Lightsaber. 
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o DESTROY THE DROID 


When the Walker pilots See that you 
are without a Snowspeeder, they’ll 
send down Stormtroopers to fight 
you. Hit these Imperial goons as soon 
as you see them. 


THE EMPIRE 
STRIKES BACK 


making your approach you’ll see the 
energy meter of the droid. You may be 
ibk to make it disappear by leaving the 
general an,land returning. If that doesn’t 
work, voull have to blast it into bits . Grab 


iftcr youbl"st through die alls 
f ic. tad snow, you’!! be able tc 
>ick up a Big Heart md a power 
ul Force item. Grab these Rawer • 
fps and mo re on to the Imperial 
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imperial Storimroopcr^ have entered 
the Rebel Base stnd arc systematically 
destroying it. You’ve got to fight off the 
Stormtroopers and their AT-ST Walk¬ 


ers so that che last ot the rebels can 
escape. Then hurry to your X-Wing 
Fighter and make your own escape to 
Dagobah. 


Orock the walker 


Fight off strange 
creatures 


Obi Wan has instructed you to fly to 
Dagobah for Jedi training with the 
great master, Yoda. Search for Yoda on 
the surface of the planet. 


Ride on moving 
platform* 


Learn the powers cF the 
Force 


After you go through somt of your 
Jedi training, you’ll learn that Leia and 
Han have been captured by Imperial 
Forces in the cloud aty t)f Bespm and 
that they need your help. Before you 
can dock in Bespm, you’ll be 
ambushed by Cloud Cars and TIE 
Fighters. Circle the aty and fire on 
these massive forces. When they've all 
been cleared away, you’ll be able to 
continue your journey in the aty. 


Blast cwoy ot Imperial 
Force* around the city 


You II go out again later to 
save Han from Boba Feti 


/ iT-ST Walker-? the middle o ^ the 
b»s«^ stay on the ledge above it am. j 
fire do*u diagonally. You should be a 
able to destroy it without losing 












































































Osteal a walker 


TO THE X-WING 


Gone more walker 


THE BATTLE GOES ON 


THE EMPIRE 
STRIKES BACK 


U/u Vdisc., ah area that you can't crass on fbo* 

Move ap to the uaA level; nd fight in 
Wr*lkcr with'ysur IightsaberLBefore it’s ct nplctt 
ly destroyed you <nn climb into the Walker and 
ise it t ‘ & th. aim bfllov 


your f«i*t -tpptwuii u the * -Wing, ,ou‘Jl finduu« *> l 
ilker Fur up yotu Lightsabw and hit the Walker from b ' 
ditnfcs ’ i ship and head for Dagobah. 


afimlfi^ tthe the Jecb cis for 
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nor, the boy who will grow up to save the 
world from the killer Cyborgs. The Cyborgs 
heve other ideas, and their Torminetor is also 
on the wey. UN hes generally remained true 
to the movie, and has edded very smooth 
playability. This game has some of the best 
ection of eny NES game. 




STAGE 1 TRAUMATIC TRUCK5TOF 


START 



The first stage would be easy if you had any weapons. But don’t 
worry, this Terminator is pretty good with his fists. Just don’t get 
surrounded and you’ll be all right The secret is to stay off the 
ground. From the tops of the trucks you can punch out enemies as 
they appear. Look for the safe spot Jump up on the gas tanks of the 
trucks, then kneel and punch. You can’t hurt the biker, but he can 
mow you down, so be ready to jump when he appears. 


STREET FIGHT 


So you re on lh* 
ground and its three 
to one? Threw a few 
punches, then |ump 
out of them. 



14 NINTENDO POWER 
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ALL SYSTEMS ON-LINE 


PUNCH AND JUMP 

LJN did a good job with the play action 
in this game. The T-800 punches with 
both fists, and his movements are 
smooth. His jumps are easy to control 





A Accessory defensive 
move You re not invm 
able in this gamel 



Your fists will serve you 
well until you get your 
hands on same weapon*. 


WEAPONS SYSTEM 

What an awesome collection of weap¬ 
ons, The higher your score, the more 
weapons you can choose from. Start the 
game with just your fists In Stage Two 
you will get the sawed-off shotgun. 
After Stage Three you will go on-lmc 
with the weapons system. 

High Score = More Chokes 


pet 

v* 




In Stage Three 
you must ovoid 
lulling enemies 
to get a high 
scow Shoot em 
in the knees. 


iW 



Don 1 shoot the hospital employees 



If you can avoid 
, hurting too mony 
jf people, you Jl be 
rewarded with c 
better weapon. 


44 


l NEED YOUR BIKE... ” 


No wheels? Not a problem Just visit your friendly neighborhood hangout and 
convince a biker to let you use his. He might take a little persuading. 






TERMINATOR 2 

JUDGMENT DAY 


LIMITED POWER 

You get four energy refills, then the 
game is over unless you get the Conti¬ 
nue m Stage Two (Nope, there are no 
codes). Watch your energy bar! 

Be sure to 
grab tase 
rudiaKoii signs. 

They wdl 
partially refill 
your energy 




-Jzt 


One of the cars in Stage Two 
contains a Continue Dan I miss 
it— you U need it. 


This car has a Continue 



Jump to ovoid his punch 


Punch him twice tor a hit 


A good hi 


Once you have defeated the Truckstop Bass, your 
target is identified 
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2 RESCUE JOHN CONNOR 


The action in this scene is just as fast as die chase in 
the movie. John Connor is up .ahead on his motor¬ 
bike and the T-1000 is behind you in the truck— 
and gaining fast* Dodge the obstacles as you go, 
then turn and fire at the truck. Shoot the gates and 
don’t forget the Continue. Practice, practice, prac¬ 
tice 


“I SWEAR I WILL 
NOT KILL ANYBODY. .. .” 

From here on out the rules have been changed. If 
you kill anybody your score will be penalized. 
That means your choice of weapons shrinks. The 
best thing to do is kneel and shoot ’em m the 
knees 




This ii the only Continue in the game, so be sure the sawed off shotgun sore comes in handy here 

you don t mm it Swerve ovt of the way io you Shoot ot the gates just right to moke them open in 

don t crash into it time for you to go through 


STAGE 3 “hows your knee, doctor? 


For three years John Connor’s 
mother, Sarah, has been 
locked up in an institution. 
Like a modern day Cassandra, 
she is doomed to know the 
future but is unable to make 
anyone believe her. You must 
break her out. 



Tfw cord is inside a 
room through one of the 
normal doors. Check 
them all 


4 - 4 - ■$-- 4 -- 4 -- 4 -- 4 - 

4 ~ ■ 4 *- 4 " 


■n 


I I 





Check all the doors 
Don t pass up any 
at the energy or 
ammo. Remember to 
look for the 
radiation symbol 



HOSPITAL 


In order ta move 
from floor to floor 
you must find the 
elevator access coni 
The locohon is 
random, so it will 
take some searching. 


SARAH CONNOR 
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STAGE 4 SHUT IT DOWN 


You will have your work cut out 
for you in the Cyberdync Plant 
You must collect the Termina¬ 
tor relics so that they can’t be 
cloned. Then the plant must be 
destroyed so that another Ter¬ 
minator cannot be created. 



The barrels ore heavily guarded 
Watch your back- 



The elevator «s a safe spot Use 
it when yog need a breather 
Collect all ien explosives 


TERMINATOR 2 

JUDGMENT DAY 



After you 
colled oil ten 
explosives, the 
arrows will te# 

you where to 
place them 



STAGE 5 



There arc lots of safety hazards in the steel factory, including 
steam jets, molten metal, and difficult jumps. On top of all 
that you have to defeat the T-1000 Terminator not once, but 
three times. You must beat him twice to gain access to the 
area where the final batde takes place. 

END 


STEEL FACTORY 





Jump and punch ta push him 
ml 



Watch aut far the molten 
steel 



Miss a jump here and you 
toast 


START 


NFS 
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Metro City is in dire need of a new hero! Organ¬ 
ized crime has descended on the city like a 
plague. In steps Nightshade. He's a most un¬ 
common hero. Instead of a cape, he wears an 
overcoat The people at Ultra and Beam Soft- 
( ware have come up with an innovative game 
which combines elements of role-playing 
L and action. The game has a real attitude. For 

r example, if Nightshade is left standing for 
too long, he will scratch his head, fold his 
I arms and just sit there looking at you as if 

E 4 he is impatiently waiting your next 
B k command. Humor is used extensivc- 

ly in the dialogue. Nightshade won’t 
follow any specific route as he 
I mak^ his way through the city 
streets, back alleys, sewers mid 
, various huildmgs of Metro 
City, but one thing is 
dear... Sutckh must be 
ousted! 


t*w h.ro,Ni fi hlshod.. l*op‘ 
action. Put up 


ho* inumphtd av«r 
idgy Eftfi* 9 u y 


Hmmmm. ini 

o*dir*ry nuy 


5 eim So<*wore -iv U 
Ultra Sa'lware v_ • 


Nightshade has several helpful com¬ 
mands vhich /ill help him negotiate his 
way through Metro City. Nijvtshdc c in 
i*X. JVKNE, PICK UP, OPERATE nd 
USE items he finds or ba hidden away in 
las overco.lL Ik uujUMP. HCUI aid 
TALK to people he encounters along the 
way. SYSTEM allows you to turn the 
music and sound • ' > off. 


There is an element of trial and error in this game. Certain commands will 
work only if the particular situation mils for them. For example, if there’s 
no reason for Nightshade to jump, he won't be able to do it EXAMINE ill 
you want, bur you may not find anything unusual. 
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f irst Things 


obviously not on Nightshade’s side as he is “ 1 

tied to a chair in the dark, damp sewers. A single burning candle is the only light 
source. As if that wasn’t enough, there’s a bomb on the ground next to him and it’s 
ready to explode! The life of a private eye can certainly have its ups and downs. As 
long as the ups outweigh the downs, you’ll help Nightshade prevail. 


EXAMINE the skeleton lying near the door to 
get q bow 


Don t miss the back marked with on X It s a 
secret entrance Nightshade must ga in here 


hove to help 
Nightshade 
scoot to the 
other »de of 


[Nightahode can xirvivu if exposed to the blast, but he 
won I sustain any damage if screened by the well. 


ROOM B—KEY 

OPERATE the switch al the Wt. EXAMINE itre armpi 
to find a key. The expression on the face m the 
painting doesn't mean anything 

ROOM C-CROWBAR 

The only thing to do in thr* room is to HCK UH tht 1 
crowbar You IJ need it later 


ROOM D-DRAWERS 

EXAMINE both of the drawers to find a flushtighf ond 
screwdriver USE your key on the statue 10 uncover a 
rwe Egyptian coin. 


B— OOPS!! 

The chondeticr U to 
<he floor because 
Nightshade lock out 
the screws which hefd 
•4 to the ceiling 
EXAMINE the temple 
tind a note engraved 

■ 00 ° ^ tc# 

| ~ wreckage. I»‘* o duel 


' 4 ight*hade cun try to 
talk to him, but he will 
have to fight the short 
English guy to proceed 

• good plan of awodt 

• to leap over end then 

F hm repeatedly 
behind This w 
first bottfnl 


The water ho . stopped 
►town- j because Nightshade 
Ilipped the switch m Room 
8 A grate hos been 
imposed USE the crowbar 
an the grato to epen it. 
Doavj ttv> will allow 


^eefton af the sewe*t It's t> 
jeed thing he hot his irn -ty 
ttoshli^hl with hen becouso 
i» s darter in the lower 
regions of the towers. 


■J* Wk-XB'^X the reg 

$85 • the middle, 

i hi wgh a I ond lose Health USE the yte wd ri ver on 

th* xnr*» <v>d then OPERATE the switch an the right. 



























































































































Tele* the fodder 
which you will find 
at C6 ta rescue 
the kitten at A6 

OPERATE the 
ladder to place it 


When you go to pick up the 
kitten, it will scamper down the 
ladder and sit down next to the 
old lady She will be very appre 
active gf your land act You will 
be awarded on increase in 
popularity 


Make sure fc use 
some catnip an 
the kitten to calm 
rt dawn before 
you go to pick it 


►»>J mttrwww 


Cain precious popularity by defeating 
criminals who threaten others. 


You Ain't Popular Yet! 

Nightshade, like any hero, must earn and hold the respect of 
the citizens he serves. He can find Vortex’s hideout, but to gain 
entrance, his popularity rating must be filled up at least into 
the blue section of the gauge. To gain popularity with the 
people, Nightshade must accomplish several tasks. These tasks 


will range from defeating several menacing criminals to rescu- b °yi G|v « this dag 
mg cats m distress. Quite a guy, that Nightshade. «7 


FIGHT FOR YOUR RIGHT 

Saving Metro City citizens from various evil 
characters will benefit your popularity rating. 
1'hc amount of popularity that Nightshade 
will gam wilt not always be the same. Always 
keep the gauge filled into the blue. 


it 

r 
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Defeat the Ninja by the dress 
shop. Watch the throwing stars! 





This Ninja isn't going to be 
shopping for a dress soon. 



It looks like there % a crime in 
progress. Save Granny" 



Nightshade is no different from any other role-play mg 
game hero in the fact that it will always benefit him to talk 
to everyone he meets. Converse with cooks, vendors, 
bums and old Ladies to uncover 


interesting and valuable 
information. However, you’ll need to direct your inquires to more than 
just people—talk to the animals and some doors, too. They talk back! 


Pay aff the vendor selling nuts three 
limes He II granf you access ta the bock 
door af the club His brother works In the 
kitchen. 


OPERATE each drawer in the Newspaper 
Archives to open them Mast will be 
empty, but some will contain newspapers 
with informative headlines 


“I'VE GOT A HIDEOUT, 
HOW WHAT?” 


Continue to visit all of the areas and defeat 
any and all enemies which Nightshade may 
ciM ouatvr. He will me rease his popularity and 

establish himself as a hero 
~w ijK with more and more ettiz- 
i»J ens. If you are unfamiliar 
^ I with a certain screen, it 
would be a wise decision to 
lO| use the EXAMINE com- 
mand to search for unusual 
■ objects. This will be crucial 
if At in progressing through the 
|H game. Obscure and bla- 
l| Ml tantly obvious hints will be 
offered to you when you 
EXAMINE various 
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■ Ill I I I t II. 




JLP^ AV 
f si 


Use this locator” map of the streets of Metro City to guide Nightshade on his danger¬ 
ous quest to take out the evil Sutekh. The map is not a complete guide to all of the 
screens which Nightshade will encounter, but it will hdp you to get from point A to point B 
without getting lost. Some of the screens don't “flow” together, so it’s fairly easy to get 
disoriented 
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P'S 


?-* 


NIGHTSHADE 
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TIPS AND TARGETS 


Some ot she aoov« screens will have* Tiore achan or more thinking involved Below ore brief descrip¬ 
tion of whal to expect an these screens Keep in mind, these screens leod la other places os well 


USE oil five Scarabs la 
Vfyj/ pem access ta Sutekh 

© 

Get Ihe Egyptology book 
then TALK la the cals 

gum en the pipe to 
VqgP stop the octd drip 

jjfk TALK to the door Popu- 
VJ_y (only must be very high. 

This is Ihe entrance to 
the Sushi Bar 

Tight or ovoid the two 
statues 

© 

Fight or cvaid the big, 
bad, mad rot! 

/JSS Figh* the statues PICK 

Vj' * UP the piece of paper 

Rescue the girl by 
climbing the ladders 

AjBk Fight or avoid the 

Nin;a 

Yau can t ga in the 
tavern in the alleyway 

© 

Converse with the aid 
man at various times 

/JJ% OPERATE back left of 

S ~ r ^ oor to 9 ef ^ 3rco GU>ve6. 

/J&k USE Food on a pipe. OP 
ERATE the marked bade 

/^5p| OPERATE the manhole to 
get down ta the sewers 

f OPERATE the X to get a 
first Aid lot 

© 

USE money 3 times on 
vendor Get ta kitchen 

Ge! Sum hom machine. 
'C\‘F Enter Archives if popu'ar 

Defeat the man to gain 
'qfp popularity 

r^Wk Buy a newspaper if you 
want to. 

ffh Rescue the cat Yau need 
a ladder and catn p 

© 

PICK UP the catnip from 
the bushes 

Stood to the right af Ihe 
Sff elevator and JUMP 

/ffK OPERATE Ihe booth end 
V^gF *hw OPERATE ihe phone 

Gain papuianty and cjsh 
SfjF by defeating the Ninja 

USE a bone ta stop the 

1 j) dog from chasing the cat. 

© 

One squirrel marks the 
Museum entrance 

PICK UP the ladder 

You II need if 

Nothing of interest 

V^JF here 

Jump carefully over the 
lorge pil 

Entrance to the clathmg 
\ stare 

© 

USE Food on squirrel Get 
Amulet Enter Library 

Get a clue from the sign. 
OPERATE the ladder 

No? too much here, 

nEjJf eitherl 

USE money on the bum and 
gam some popularity 

Fight the Ninja at the 
VjjjF bock af the store 

© 

Enter Ihe door ond ovoid 
the bomb 

Enter the house through 
yjjj 'he gate 

Fine China shop entry 

Uj pf Ignore a red hernng 

The entrance ta the 
W Gallery 


GET CAUGHT? DO WHAT ANY 
SUPER HERO WOULD DO... ESCAPE! 

When Nightshade’s Health level bottoms out, he will be in danger of the game 
being over. There are a total of five “impending doom” scenes which act as Con¬ 
tinues. You can get out of four, but the fifth is the end. 




r i 


OPERATE the left switch when Nightshade s lest 
are between the levers. 


PICK UP two al the pipes and USE ane an the other 
to escape the spiked woll 


l m 


re* 


Hill III 




Sack op ta the torn metal, OPERATE the metal ta cut 
the rope, JUMP the gap. OPERATE the switch ond 
exit the room 














































































































































































Ronald McDonald and his pals are on JJUiDnj) \ / Inr h 

their way to the NES in M.C. Kids from v / 

Virsin Games, an adventure which is '/A 
similar In style and play to Super Mario 
Bros. 3. Hamburglar has stolen Ronald’s 

Bag of Magic and it’s up to the terrific ■ '*3^ 

team of Mick and Mack to track him down 
in the seven stages of McDonaldland. 

,, ^W™^^^W*!Sp 0 (al' 0 n O 1901 Virgin Games log Thf tallowing are tradamarfcs of McDonald's Corporallcm M.C Kid--, Ranald Ronald McDonald Golden 
Budi? th* Early Bird Gnmac* Fry Kids Co-=Mc TV- Professor Ronald McDonald Children’s Chanb^t and McDonaldland 


Arche :, Mick Mack, Ham burglar 





VISIT THREE TYPES OF ACTION SCENES 


STANDARD STAGES 


Run, jump and search tor Puzzle 
Cards in the many areas of McDon¬ 
aldland. Ronald McDonald is count¬ 
ing on you to find his Bag of Magic. 


SECRET PUCES 


By unzipping Zippers, you can slip 
into Secret Places and clean up on spe¬ 
cial items. Stand in front of the Zip¬ 
pers and press the B Button. 


BONUS GAMES 


When your Golden Arch total 
exceeds 100 and you finish the current 
course, you’ll be sent to a Bonus Level 
to earn as many as five 1-Ups. 


5ncrsh h gh and low for McDonoldland Puzzle Cords Zippers act as the opening fo item packed Secret Work your way up ta the tap of the Bonus Level, 

and take em bock to o McDonaldland chorocter places Stand in front of them and press the B Button. then unz>p an area Filed with 1 Ups 


Puzzle Cards are hidden in every section of McDonaldland. When you 
return a certain number of them to their rightful owners, you’ll be able to 
move on to the next stage. If you collect every Card in a given stage, you’ll 

earn Special bonuses. Collect Puzzle Cards and take them to ihe McOonoldlond 

character thot oversees th* stage 
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HELP! 


The two-player alternating action starts at Ronald McDonald's Clubhouse 
stage. Ronald will tell you of his Bag of Magic woes and ask you to retrieve at 
least four Puzzle Cards from this six-section stage. Your first stop is the Garden, where you 
can get acquainted with McDonaldland obstacles. 


M.C. 

KIDS 




You II get a big spring 
out af the Super 
Springboard if you 
carry a Block while 
you bound The extra 
weight will add fa the 
bounce of the board 


By bouncing an both Spring 
boords you II be able to coi 
lect all af the Golden 
Arches Spin upside-down to 
reach the top Spring boo rd 


Press and hold the B Burton 
and run over a Spinner 
When you flip over to the 
other side, you ll be in 
prime position to grab the 
Puzzle Cord Then, if 
you re feeling adventurous, 
you can explore the nest of 
the area upwde-dawn. 


Tbere are Golden Arches that *|fd» bock and forth an the Ending line 
If you hft the Arches, you II earn mar* Attn*, the number of which 
depends on how far to the right the Arches are when you touch them. 
If they re all of the m - - . . - j.... 

wey ta the right. Hi IM 

you can qlsc earn 
a special Magic k 

Bnck which will 

come in handy I j % " 

much later B 


Throw a Block into the moving dotted-square 
partem to make amoving platform. 


Ronald’s Clubhouse-1 


If you ht any af the 
four Reversers in the 
air near the end of the 
caurse, you U be 
thrown back to the 
beginning of the area, 
end aver end 


r 




Before you explore McDonaldland you should know 
about some of the most important things you’ll find there. 
These items can help you make your way through the 
many levels of the land and collect ail of the Puzzle Cards. 




The Golden Arches con be found all over McDonaldland 
Collect 1 DO of these spinning symbols and, when you leave the current 
stage, you II be sent to a Bonus Game where you can earn as many as 
five 1 Ups 


1 




Pick up the 1 -Ups hidden throughout McDonaldland and youJI 
have more chances to explore the land and find Ronald s Bag 
of Magic Collecting 1 Ups is your key fa success in advanced stages 


TEHHS 



Reversers feature flashing arrows that 
point ta the left If you touch one, 
you 11 be sent soiling to the left, all af the way to 
the starting pom* o J the area They do come in 
handy :n a few rare circumstances 




^ Spinners are at either end af some 
platforms Run over them while 
running at super speed and you II flip over fa the 
other side This reversal o s gravity wil, allow you ta 
easily explore the levels upper reaches 



1 



This unique item can switch your choraefer from Mick to Mock 
or Mack to Mick Just touch if and your character will 
transform into fvs partner You If find one in every Bonus Game. 



You con enter Secret Places by 
walking through these odd 
openings Place yow character 
in front af a Zipper, then press the B Button 
to unzip the Zipper and enter the area 
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\ p RACTICE MAKES PERFECT 

Cophcr Grove, the second section of Ronald’s leap from platform to platform to I 

A 1 r* 1 nA 1 /a ^*a/r4«o<» I VlMlMl fin H 7 TTf Uf r*U 


Cophcr Grove, the second section of Ronald’s 
Clubhouse stage, is a great place to practice 
your running and jumping skills. Climb up to the top, then 


leap from platform to platform to the area over the Ending 
Lme. You’ll find a Zipper which leads to Secret Place that con¬ 
tains plenty of Golden Arches. 


Ronald’s Clubhouse-2 



I ONEFORTHERQAbl ffiS 


Jump to the left from the high 
platform and take erway Blocks in 
ihe oir to dear the way to o 1 -Up. 


There's a neify Gnash in 
the weter. Seif sver this 
fighting fish on i Fleeting 
felock. 


Ronald’s Clubhouse-3 


There's a Zipper h jh in 
the sky. leep n the 
platforms to the Zi.per in 
the upper right *ir»e and 
press the I lutton te enter 
■ Secret Area. 






* 


Hi h 



You’ll find a dozen Golden Arches, a 1- 
Up and a Puzzle Card m this basic sec¬ 
tion. It’s called “Lazy Leaves” because of 
the floating leaf-like platforms in the 
area Use them to get to the top. 


LEAF LEAP 


Leaf Platforms float 
slowly back a 
forth* Cerefufly jump 
from one to the next. 



MMIBRE rURH 1 

Watch -*rfl If you knock 
enemies J, It v* ihe genorof 

__ ... 1 _A._ ll. _ 


enemies .. ... 
are end return. She enemies 
will reeppef r 




IRDiE'S TRFFHOMSF 


Once you’ve returned to Ronald’s Clubhouse with at least four 
Puzzle Cards, Ronald will show you the way to Birdie’s Treehouse in the 
clouds. This lofty level contains six challenging sections, each with a Puzzle 
Card* Explore the clouds and mountain tops and return to Birdie’s Treehouse 
with at least five Puzzle Cards* When you reach that Card total. Birdie will 
show you the way to Grimace’s Highland so that you can continue your search 
for Ronald’s Bag of Magic. 


Cards Me«d«rfl S 
Llu*»> 50 Ftrchvsl 02 


^Rv***^* - 5 

*1 

?a*« 



* 





You II spend a lot of time in the 
clouds while exploring Birdie 5 
Treehouse level Wofch your step 


The ice is very fhm in some areas. If 
you pick up o heavy Block, you could 
foil through. 


The Puzde Card in one of the 
sections is directly ebove the Ending 
Line Collect it and drop 


Sometimes you won t be able to see 
where you re going in the clouds 
watch out for holes 
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Once youVe been through a few sections of Ronald’s Clubhouse stage, you’ll 
be ready for more challenges.There are quite a few useful items in the Moun¬ 
tain View section, including a record breaking eight 1-Ups. Reach the 1-Ups by climbing and 

leaping over the top of the screen to the right edge of the area. 


Ronald’s Clubhouse-4 


M.C. 

KIDS 



RATFOi^ 

PLUMMET 


BONUS BOUNCE 


Colled enough Arches by bouncing on Spring 
board* ortd you II end up in o Bonu* Gome 
alter you cron the Ending tine 


Theie Platform* *mk when you *t*p 
on them If they drop too low 
before you have a chance to leap 
to the top, leave the immediate 
area ond return- The Plotform* will 
reset to their original position. 


A lot of the Golden 
Arche* in thr's tection ore 
near the top. You can 
collect them by flipping 
over the Spinner and 
jumping upside-down. 


OVER-TH E-TOP PLAY 


You can get to the eight 1-Ups in the upper-right area by starting in 
the upper-left area and jumping onto platforms above the top of the 
screen. Although you won’t see your character, you’ll know where 
he is by keeping an eye on the center of the screen. 




if 11 II 


ir 


Jump onto the Big Use the Special Hit the Reverse? end Jump up to the top When you get to the 

Springboard and take Block ta fill the fly to ® high perch of the lection ond upper right area, you II 

the Special Block. moving dotted lines. near the beginning leap out of view corn eight 1 -Ups. 


By putting a piece of tape on the top, 
center part of your TV screen, you can 
easily track your character s movement 



GRIMACE'S HIGHLANDS 

Tbc land of Grimace is made up of six areas that are broken 
into two sections. After you’ve returned to your big purple pal with at least 
three Puzzle Cards from the first four areas, bell make paths that lead to the 
last two areas. Collect two more Puzzle Cards in those challenging areas and 
Grimace will take you to the Professor’s Workshop. You’re dosing in on Ham- 
burglar Mick and Mack! There’s only three more levels to go. Collect 1-Ups 
whenever possible and keep going! 


A Floabng Plotform will be very useful Puzzle Cards can fce cnywbere, even 
when you re exploring a watery section in the very high branches of the 
of Gnmcee * Highland* tree* Explore every lection carefully 


When you m« o Zipper, make sure 
to open Jt ond explore the area on 
the other side 


Small Cloud* act a* moving 
platform* Ride them to the upper 
reaches. 
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AKE YOUR TIME 


\i 

1 here’s no time limit in this game. Take it easy 
and try not to make any silly mistakes. The 
Hidden Glen houses quite a few mean creatures. Watch for 
them and hit them with Blocks if they get too close. 


l Ronald’s Clubhouse-5 . 








GO FOR GOFOR1T 


i 


o 


I FT WITH LEAVES 


Uof florforms <kop «rv^lt*sly in ihii at—. Jump 
from on# to rfi# n#xt and mak« yoyr way up t# 
log in th# air. Tb#n run lo th# right and collect 
o doz#n Gold#n ArcWs. 


A C 'font * jlks ack «nd forth on top of th* big 
ti** to th* right Tak* a Block with you *r>d knock 
off this kooky or**tur* b*Fom y u jump t-. tb« 

fn«. 


You II go way under 
ground in search of a 
Puzzle Caid in one of 
the Workhouse sections 


When you come c cross 
a Floating Platform, 
ccrry it around with you. 
You may need it. 


The bottle 00 the boot 
is big one Snng a 
Block with you. It 
could come In handy 


You can jump off 0 
special Moon Rock in 
one section and earn 
soma keen items 


You can get into cn 
enclosed chamber 
by flying through 0 
hole in the wall 


Springboards send 
you flying :r» lunar 
gravity Avoid them if 
you re going down. 


ROFESSOR'S 
0RKSHOP 

If you collected a Puzzle Card for the Professor’s 
shop in Ronald’s Clubhouse level, you’ll only have tov^l Ql/ 
find three more Cards in the five Workshop sections 
before you can blast off to Cosmos Retreat on the 
Moon. These sections feature a wide variety of terrains. 

You’ll visit a land of sand, an overgrown forest and a 

huge ship before 
your time in the 
Professor’s Work- 
shop is over. You 
might learn a few 
tricks from this 
great inventor. Ask 
him for advice. 


Cosmc has built a base on the surface of the Moon. 
You’ll have to collect all four of the Puzzle Cards 
available in order to get off this rock. While you’re 
exploring Moon tunnels and caves be aware that the 
gravity on the Moon is entirely different from the 
gravity on Earth. When you jump here, you’ll fly so 

high into the air 


that you may 
miss your mark 
Don’t let this 
added athletic 
ability throw 
you off. 


26 NINTENDO POWER 





















































































\ T wo CARDS, ONE LEVEL 

You’ll find two Puzzle Cards m this section. One of them goes to Ronald’s 
Clubhouse and the other belongs to the Professor’s Workshop. 


M.C. 

KIDS 


< 


Ronald’s Clubhouse-6 




BOUNC 



There ore 144 Golden Arches in this area If 
you collect enough of them so thef your total is 
at least 100, you II enter a Bonus Game after 
you complete the oreo 


I 

f V 



BOGUS 

mi & *7*r 

• . A*! i r \ . • r 1 .* \ 1 

BLWv-ilfft;'-' 1 

The four Blocks at the fc* 
hide Reversers If you try 
you fl reveal the Reverse 
to the starting point of tf 

Jttom af the section 
’ to take the Blocks, 
rs and be thrown back 

« area 



.. 

... 


BONANZA 


Arrows flash on the four Blocks m 
the Bonus Game. If you jump to 
the Up Arrow, you’ll climb. If you 
don’t, you’ll sink. 



O A 

!ii 



If you hit all of fhe lip Arrow Blocks, you II 
climb smoolWy ond evenly to the top and put 
yourself in the positron to earn 1 -Ups, 



Once you climb ta the top, you'll enter an oreo 
with five 1-Ups. Collect them in the right order 
and you II get em oil 


■ AM BURGLAR'S 

IDEOUT 




Hamburglar’s Hideout is a world of fire and ash. 
There arc many dangerous areas and many hard to 
reach spots in the volcano. If you’re low on lives, you 
should return to Ronald’s Clubhouse and stock up 
on 1-Ups m the Mountain View section. Then 
return to the Hideout and keep fighting. At the end, 

you’ll get the 
Bag of Magic 
and save Mc- 
Donaldland. 


S PECIAL 

® mo 




If you’ve collected every card by the end of the game, 
you’ll be sent to a special world that has many surprises. 



We've made it to the last e 
chapter buddy. Let's get |P*I 
out there and stop Ham- 
burglar from taking over 
McDonaldland! 



F 

flS 


The Fire Bridge will 
start burning as 
soon os you set foot 
cm it Gflt moving I 


‘ ** t 

* ** j 

mm 

_l 



Ash falls from the 
Volcano Avoid 
contact with this 
molten motenal 


You II hove to show 
off some pmtty tncky 
moves to survive in 
the Special World. 
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■ From Aqent #992 

Instant Energy 

You’ll easily power past Mugsy’s minions with a code which 
allows you to instantly energize at any point tn the game. If 
you’re low on energy, press the Start Button to pause the 
action. Then press Down on the Control Pad along with the 
A, B and Start Buttons, all at the same time. Your empty 
energy Hearts will fill up. Use this code whenever you need 
a boost. 


Powe tire game, ihon press Down, A, £ ord Start for on energy refill 

Stop and Shop 

A different Rockin' Kats code allows you to stop the action 
and change the channel whenever you want. Press the Start 
B utton to pause the game, then press the A Button three 
times. You’ll warp back to the Channel Select screen. This 
will give you a chance to select the Shopping Channel and 
purchase items that you may need for your next episode. 


I 



After you ve stopped action, press 
A three times to go instantly to the 
Channel Select screen Then flip io the 
Shopping Channel and stock up on 
useful items 



■ From Aqent #644 

Stage Select 



»_7V . V JWOY* 

ok* ‘ “ 

mm** V* —i 


At the Jitio »cm«n, pre** Left, B, Right, 
Up, Down, Left, Right and B to make 
it» message "World 1 * oppear Then 
chonge the World Number by topping 
A ond press Start to begin. 


Skip to any of the seven Rainbow Island worlds with a quick 
code. When the title screen appears and the message 
“PRESS START* is flashing, press the directions on the 
Control Pad and the B Button in the following order: Left, 
B, Right, Up, Down, Left, Right, B. The message “WORLD 
1” will appear. Press the A Button to change the World 
Number, then press the Start Button to begin in the desired 
World. You can use this code to practice in any section of 
the game, but you’ll have to start from the beginning if you 
want to reach the end. 




■ From Aqent #965 

Planeteer Passwords 


Since one shot sends you tumbling in this challenging battle 
against ecological evil-doers, it’s quite possible that you 
could play for hours and never advance past the first level. 
Our agents thought that it would only be fair then, to reveal 
passwords which will allow v u to r a few differ- 
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From AqcwT #42 

HJp i©% 


cnt stages and pilot Captain Planets assorted vehicles. 

In order to begin in Level 24, enter 955783 as your 
password. You’ll hop into the Eco*Copter and 
attempt to stop Dr. Blight from polluting Yellowstone 
Enter 637511 as your password and you’ll go to Level 2-2, 
where the search for Dr. Blight continues in a secret lab. 
Level 3-1 takes place under water. Enter 148574 to take 
charge of the Eco-Sub and hunt down Hoggish Greedly. 
You can go straight to Level 3-2 and fight Hoggish in an ille¬ 
gal fish cannery by entering 763754 as your password. Of 
course, for the ultimate challenge, you should conquer all of 
the levels of the game in order, but these passwords will give 
you a peek into what sorts of challenges await you. 


Tha password 955783 tokes you to Go into bottle with Or ©light in Level 
Eco-Copter Level 2 1 2 2 by entering 63751 1 


will appear. Press Down on the Control Pad to change 
the Map Select number, then press the Start Button to 
begin in the desired area. 


PASS WORD 
BftNCHOU 

ABCDEFGHI TKLH 
NOPQRSTUUWXYZ 


I4AP SELECT 136 


Enter BANCHOU as your password to call 
up the Map Select Option Then press 
Down on the Control Pad to change Ihe 
three digit number which appears Once 
you ve arrived at the number which 
corresponds with the level you d like to 
warp lo, press the Start Button 


You II begin in Eco-Sub Level 3-1 by Use 763754 os your password to go 
entering 148574 after Hoggish Greedfy in Levsf 3 2 



H From AqENT #454 

Map Select 


Our agents have discovered a way to start your journey in 
any level of this puzzler. Just enter the nonsense word BAN¬ 
CHOU as your password. The message “Map Select 


mu 


The final battle in Northwall will take all of the monster- 
fighting power that you can muster. Before you go into 
battle, you can pick up an extra 14Jp in the village by 
demonstrating your control 
over the elements. Hit the 
building m the center of the 
village with a bolt of light¬ 
ning. The villagers will dis¬ 
cover an offering in the 
building which will turn out 
to be a 1-Up and an addi¬ 
tional chance to fight the vil¬ 
lains of Northwall, Zap tht Norihwoll fawn center with 

lightning for o 1 -Up, 





Wanted: Special Agents 

A papulor octivity omong Nintendo game experts is 
discovering tips and strategies. If you’d like to shore 
your own speciol tips with us, send them ini Choose 
your own Agent Number (3 digits) ond be sure to 
include it with your tips. 


Our address is: 

Nintendo Power 
Clossified Information 

P.O. Box 97033 
Redmond, WA 
98073-97333 
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From Accent #015 

Super Player 



*4 


Our agents have discovered how you can give your oppo¬ 
nents a run for the money in this realistic tennis exerase 
with a two-controller code. While you’re in the middle of a 
match, press the Select Button to access the score and stats. 
Then, on Controller II, press the R Button twice, Left on the 
Control Pad, Down on the Control Pad, the B Button and 
the A Button, then press the L Button twice. You’ll hear 
applause, indicating that the code has been entered correctly. 
Press the A or B Button on Controller I. Several letters and 
numbers will appear on the screen. They signify the abilities 
of a player in the match. 



Prsi* Select to see the score ond stats 
thus for in the match Then, on 
Controller H, press R twice. Left, Down, 
B, A, l and L again Next, press A or 
B on Controller I Several digits ond 
numbers signifying plcyer obilities will 
appear 


ft t 

o r ? 




b 


% 


1 


If the number at the top of the screen is a 0, the digits relate 
to the abilities of Player One. If it is a 1, you’re looking at the 
abilities of the player on the other side of the net (Player Two 
in a competitive match). If the number is a 2, these are the 
abilities of Player One’s partner (Player Two in a cooperative 
doubles match) and if the number is 3, the digits signify the 
abilities of the second player on the other side of the net 
(Player Two’s partner in a competitive doubles match). You 
can change the number at the top of the screen by pressmg 
the A Button 

The letters and numbers which signify the abilities of a 
player are arranged m four rows of eight digits which range 
from 0 to 9 then A to F, 0 being the lowest and F being die 
highest The numbers and letters on the top row relate to 
die player’s strength and speed. Digits on the second and 
third rows relate to the player’s intelligence (only if the play¬ 
er is computer-controlled). Our agents have not discovered 
any significince for the digits on the fourth row. If you’d like 
to change any of the digits, single them out with the Control 
Pad and tap the X Button. Then press the Select Button to 
return to the game. 






The first set of digits that you II see signifies the abilities of your own player 
Press the X Button to change the digits When oil the digits on the first row ore Fs, 
yow player will be in top form 


Mtk 


mi lOWOR 9 
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From A^ent #958 

Thci Big Payoff 


Dragon Corns can be very valuable when they add up to 1- 
Ups. You’ll earn a 1-Up by collecting five Dragon Corns in a 
single course. If there are more than five Dragon Coins to be 
found, you’ll earn another 1-Up for each additional Com. 
The Cheese Bridge Area has potentially more dian five Dra¬ 
gon Corns. If you pass up at least one of die five Dragon 
Coins in the mam course area, you’ll find additional Dragon 
Coins af ter you fly mto a new area with Yoshi’s Wings. Once 
your Dragon Com total is five for the course, every addi¬ 
tional Dragon Coin will net you a 1-Up. If you collect all of 
the Dragon Corns in the main area, though, this new area 
won’t contain additional Dragon Coins. 








Pass up one Drogcn Coin in the Chess** Pop a Block to uncover YoiH s Wings 
Bndge Amo. then collect the others. toward the ond of the course 





- 


-•*- x 




M«X*X*X*X*X- _ 

Grab Yoshi t Wings and fly with him to Collect the Dragon Coins in !hs new 
on enemy free area area and cosh in an 1 Ups 
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From Accent #414 

• DownSizinq 


From AqENT #179 

Hidden Roofr* 


✓ 

4 


Airports, Harbors and Stadiums can take a lot of room, but 
they are essential parts of a growing city. There is a way to 
decrease the size of these public facilities, though, without 
decreasing their effectiveness. When you see an airplane fly- 
ing over an Airport, Harbor or Stadium, quickly select the 
disaster icon and choose an airplane crash. The plane will go 
down on the targeted building and the ensumg fire will 
burn most of it to ashes. As long as one small section of the 
building remains in tact, the facility will continue to be as 
effective as it was in its original form. 


In searching the Warlock Zones of this epic adventure, our 
agents have discovered four item-packed secret areas. You 
can open the entrances to these hidden rooms by hitting 
certain obstacles with your weapon In Warlock Zone I, 
there’s a stone marker dirccdy below the big bell. Hit the 
marker and it will move to reveal a hole. When you dive into 
the hole, you’ll land in a room full of rocks and special items. 
If you’re equipped with at least three pairs of Straw Sandals, 
you’ll be able to jump over the rocks and collect the 
items. 




If your* more interested »n adding zones than developing them, you can bulldoze 
ind'ivtdua! modules m ' w level residential zones I. rr. ike way for moru i jmi. 


Trigger a plane crash over an Airport, 
Harbor or Stadium Most of the 
structure will go up in flames As long 
cs there is cf least one remaining 
piece, it will be os effective as the 
original structure 


In Warlock Zone II, you’ll find a locked door just to the east 
of the sauna. If you break it open with your weapon and 
walk in, you’ll discover another item hideaway. 


Zone Stacking 

When most residential zones begm to develop, the build¬ 
ings first show up as sets of small modules. If you’re tight 
for space, you can bulldoze these modules individually, 
leaving space available for more zoning While this 
method does use the space effectively, it also ensures that the 
module housing will never develop into something more 
substantial. 


Cost of the sauna in Warlock Zone fl, there t a locked door which you can hit to 
reveal the entrance to a secret area 

There are secret areas m Warlock Zones IV and VI which you 
can discover by hitting certain walls in the villages. The 
hidden entrance m Warlock Zone IV is on the side of a 
house and the hidden entrance in Warlock Zone VI is 
between two stacks of boxes. See the photos below for exact 
locations. 


Once you vo hit the storw marker under the bell in Wariock Zone I, y°uU 
discover the entrance to an item filled area 
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CHARGED WITH HEROIC ENERGY UPON OBTAINING 
THE PENDANT OF COURAGE THE YOUNG WARRIOR 
LINK DEFEATED ONE OE AGAHNlM'S MYSTICAL 
KNIGHTS WITH A SINGLE SWORD SLOW ACCORDING 
TO THE WISE MAN, SAHASRAHL, 1, LINK MUST 
FIND TWO MORE Of THE LEGENDARY PENDANTS 
OF VIRTUE BEFORE HE CAN CLAIM THE MIGHTY 
MASTER SWORD THAT HE NEEDS TO DESTROY 
AGAHNfM WHILE LINK SEARCHES DESPERATELY 
FOR THE PENDANTS PRINCESS ZELDA AWAITS 
HER FA TE DEE/ IN JU3AHNIM& DUNGEONS 





DO YOU MEAN TO 
TELL ME THAT THE $OY 
HAS THE mWANT 
OF COURAGE?/ 


SV 

shotaro temtiOMoni 


mo vou weaklings 

CWE PACK HERE 
WITHOUT STOPPING 
HIM? 


.1 HAVE TRIED TO v 
-f£ MtKCfFUt !Q IH£ 
El ^6 OF TV ; klNGDCM. 
JUT THT j£ IN THE 

. KNIGHTS LINE 


THEy 
MUST HE 

TERMINATED! 















I THOUGHT THE 
OLD POOL I DESTROYED 
IN THE CASTLE WA£ THE 
LAST ONE' 


FIND WM' AND 
LEAVE NO STONE UNTURNED 

in youri gearch' - 


' COULD IT 
BE THE WHELr IS 
ALSO CF THEIR 
BLOODLINE* t 


DO NOT RETURN 
TO THIS CASTLE UNTIL 
VOI WITNESS HIP LAST 
BREATH/ 


l* THAT 

UNDER 
STOOD * 


VEE, 

MASTER 


r IT MAKES NO 
DIFFERENCE THE WORLD WILL 
BE OURS WHEN THE MOON IS 
FULL AND I CAST THE FINAL 
INC ANT AVON ON rK INCEST 
ZELDA 


THE PROPHECY 
OF THE LEGENDARY 
HERO 1C out A 
FOLKTALE 





















LINK fitUifstiS 


70 y/LU 


TO LOQK FOR 
LUES TO THE LOCAVCW OF TJ£ 

Vtornim nw? mwms 


StO.'lV 


THE HOUSE 
OF BOOKS? 


THE SOL PIER* 
MUST HAVE LMO 
TOUCH TO IT! 


THE HOUSE OF 
BOOKS IP 
ABLAZE/ 









































HE?/ WENT 
YOU THE KIP 


M iTER YOU GOTTA 
HELP/ THE 

Li :m \n is 

7RA: *ED (NSfPE/ 


HE’S INSIPE 
It. \X MFBUNQtf 
WAS, WL > ID I 
MUST Si'EAK 
WITH HIAW 


L- T, 

5 OMIGOSH' 


WAIT HEKer 













































WHO ^ 
TURNED OUT 
THE LIGHTS? 


I HOP£ He KNOWS 
WHAT HE* DOING/ 


HEY// 



MISTER/ YOU 
SAVED HIM/ 


WHY WOULD 
THEY PET FffiE 
TO OUR LIBRARY* 


PERHAPS THEIR 
TARGET WAS THE 

BOOK OF MUPORA. 










































f THIS BOOK If THE N 

--— "l key to the ancient hylian 

LANGUAGE ACCORDING TO 
WE THE LEGEND, THE HERO 
MANAGED TO WILL STAND IN THE 
SAVE IT FhQM DESERT WITH THIS 
THE FLAMES BOOK 


WHAT IS 

THE SOCK OF 
MUPOfiA? 



fiAHASRAHLA MUST 


LET 

ME 

SEE 

THAT/ 


AFTER SAHUSRAHLA 
GAVE ME THE PENDANT OF 
COURAGE HE TOLD ME THE 

PENDANT OF POWER 
WAS IN r DESERT 

RUINf ^ 


HAVE CONFIDENCE TO 
SEND A BOY LIKE YOU C 
. SUCH A MISSION 


THEN YOU tOU 
MUST PE THE 
LEGENDARY HERO 
OF HYRULEt 


AND AIL THIS 
TIME I THOUGHT 
YOU WERE 3U e T 
A KIDNAPPER/ 


THAT MUST BE 

WHY THE SOLDIERS BURNED Xq 
^ THE LIBRARY' THEY ARE 
^ APRAIP THAT YOU WILL 
* FULFILL THE HRCftHECY OF 
Sttc THE LEGENDARY HERO'/ 


THIS IS A VERY 
FORTUNATE TURN OF 
EVENTS' I WILL LEAVE 
THE FOOtt IN YOUR 
CAPABLE HANDS 


^ I SHOULD WARN \ 
YOU THAT TRAVELLING IN THE 
DESERT IS NO SIMPLE MATTER/ 
THE FIERCE WINDS AND FHIFTING 
SANDS HAVE PURIED MORE ARLE 
ADVENTURERS THAN YOU / , 











































THEY *AY THESE A 

MIRACLE WINGS BELONGED 
TO i POWESFUL eiHP THAT 
CAR«IEP THE KNlSHTC OF 
HYRULE fNTO 
BATTLE! . 


' HEY 

•UPPYf I 
JUST 

REMEMBERED/ 


^ 1 HAVE 

SOMETHING THAT MAY 
HELP/ SAHMRAHLA 
SHOWED IT TO ME I 
IT c A BMP THAT 
YOJ CAN RIPE 
ON/ ^ 


ft PrCD THAT 
CDUIP CARRY 

PEOPLE? _ 


IT WAS NO 

' ORDINARY eWV' ITS A 
STRENGTH WAS LEGENDARY/ 
THE KNIGHTS Uf€D TO TAKE 
IT CN THEIR CAMPAIGNS 
\ TO PROTECT THE J 
SV* KINGDOM' 


THE HYLIAN 
SAGES WOVE ITS 
FCATHEHS INTO -HfS 
MIRACLE WING' 


IF YOU CAN RIDE THE 
WIND YOUR JOURNEY 
SHOULD BE EASIER 



























FLYING 

IS SU.<E THE 
W V TO GO/ 


ML JT 

WHE*E 
TO! 


ALL J CAN 
6EE PA/VP 
STRETCHING OUT 
FOR MtL££/ 


TWISTER! 














WINGS 

PONT FAfL ME 

NOW / 


s k vj a a'-k ! / 









THE 

PESEHT 

MM&f 


I suppose 

IF I LOOK IT UP 
IN THE *OOK, THE 
WHITING SHOULD 
M.aKE SENSE . 


MO THIS 
ML rr IE ANCIENT 

hylian gcKtrtf 


«AV2E I AM 
THE LEGENDARY 
HEKO rTEk a.lL/ 


HEY/ 


THE BOOK THE 
SCRh’T THE OESEKT 
IT'S JUST LIKE IN 
THE LEGFNO' 











EVERYTHING 

IS 

SINKING/ 

















HANGING ON 
THAT STRANGE 
STATUE' Wr THE 

PENDANT/ . 


WOW/ 


IT 6ANK 

SEEOKE I 
COULP. 


pUT WHAT'S 
THATf IT WA5NT 
THESE A SECOND 
s. AGO' 



SANP 

TRAP/ 


HELP/ 


HUH?/ 





































TUI* « ^ 
HOPELE&Gf its 
*KfN fS LIKE 
i. ARMOR ft 





























^ Nice H\&f€ UGLY' 

fur NOW WX£ r 'UY- 

,rtfG WITH THE netPANT 
^ OF POWER/ 











When will those dastardly robots ever 
stop? We hope they never do! However, 
don’t tell that to Mega Man. Our mechan¬ 
ical hero is back in the saddle again and rid¬ 
ing high in the newest Game Boy install¬ 
ment of the evcr-popular gome series This 
new Game Boy game features various boss 
robots from Mega Man II and III for die 
NES. As usual, that rat Dr. Wily will be 
waiting at the end. Mega Man’s Arm Can¬ 
non is primed and at the ready! 


SOMETHING NEW! 


If you’re familiar with the Mega Man games which have 
graced the NES, you’ll be familiar with the weaponry 
which Mega Man will be able to access by defeating the 
bosses in this game. Mega Man also has the use of his 
trusty friend. Rush. A new character makes his first 
appearance in this game. Quintet will show up after 
defeating eight bosses If you defeat him, he’ll let you 
have his special device, the Sakugarnc. 
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ORDER OF ATTACK IS THE KEY 

As usual, when Mega Man defeats one of the bosses, he gets and learns how io use the 
weapon which the boss wielded against him. WeVe provided the best order for defeating the 
bosses. This will allow Mega Man to take full advantage of each special weapon It’s often 
very difficult to beat some bosses without the special weaponry. 


MEGA MAN 

n 


1) CLASH MAN 

One* considered ro be o very useful 
robot, the converted Gash Man now 
resides in fos loir making Clash Bombs 


3} WOOD MAN 

Much mom than |ust a petrified plank of 
pine. Wood Man s 'ea: attack can send 
Mega Men spinning if he s not prepared 






2} METAL MAN 

A full bore, banzai blade burner, 
Mon will set out to quickfy slice 
Megc hero lo pieces Don t let it 



4) AIR MAN 

Nat |ust your ordinary bag of wind. Air 
Man otfacks with tremendous tornoda 
twisters which can da a lot of damage 



1 


i 


S T A G E 


Various ladders, ledges and moving platforms dominate the terrain. The 
majority of movement is vertical in this stage, so watch where you step and 
fall! You could land on any one of the deadly spikes and lose a precious life. 
Look out for the Prop-Tops near the end of the stage. 


BOSS 


PRECARIOUS 

PLATFORMS 

Mega Man must nde three 
small plotfarms ta moke it 
through this section of the 
stage Dan t foil off of the 
upper moving plotforms 
because yc*j may fall oil 
the way to the bottom and 
have to brave the nde up 
again. The floating 
enemies would love that 



U 


START 


THEY KEEP COMING 

The Booting enemies in this stage are unlike most 
ether enemies They will keep coming back even 
after you ve defeated them There seems ta be a 

constant supply 
but luckily 
they re not too 
quick. Mega 
Man has to won¬ 
der where ore 
they all coming 
from 


FILL UP ON 
ENERGY 

Make sure you run Mega Man up all 
three ladders in this section The ladder 
an the nght has an Energy Canister at 
the tap The middle ladder will yield a 
large Power 
Up ball which 
can be very 
useful The 
ladder an the 
left lakes you 
to the next 
section 



TWO-SIDED 

ATTACK 

6e careful when jumping the two gaps 
Floating enemies will came aut af bath 
ends af the pipes ond will try ta knock 
Mega Man into the gaps—a fetal 
move Shoot 
the enemies 
and then |ump 
quickly over 
the gaps, as 
mare enemies 
are sure to 
pop out soon 


mm iud \Mm op 

Clash Man moves in a fairly definite pattern. He will 
always jump when you shoot. Jump and then shoot 
while you’re in the air. Avoiding Clash Bombs is impor¬ 
tant, too. Slide under him to get away from the blasts. 


o 



Shoot rapidly while you re in the air ta make sure the bullets from yaw Arm 
Carman came in contact with slippery Gash Man Avoid the bombs 






































































































































































































STAGE 



The constant deluge of 
Burrower robots is good 
ond bod It s good 
becouse Mega Mon 
con remomoutofhom s 
woy ond |ust fire of the 
Burrowers loods of 
Power Ups or© sure to 
oppeor You may even 
be lucky enough to be 
reworded with o rore 
1 Upl Grab them ond 
then move on However, 
proceeding is d fficult 
The lorge number of 
Burrowers present on 
the screen makes them 
very hord to ovoid 
Being on o conveyor 
belt doesn 1 help, either 
Move carefully Wofch 
out for the spiked 
magnet in the middle of 
this section. 


Meqo Mon must survive thre© *Jeops af faith 
to get post this section if Mega Man cames 
in contact with one of the super spikes, he 
wifi lose o life It wont motter how much 
energy he has The super spikes will 
penetrate cry motenol known to mankind 
ar robotkindl Study the mops to chaase your 
route Remember, Mego Mon has the ability 
ta change direction in mid o r 


RUSH MARINE 


START 


It is always best ta call upon Rush Marine if 
there is wafer present in any given staqi Push 
the Start Button to access your subscreen end 
then choose 'RM' from your list of weapons 
Press the B Button to cod up Rush Monne then 

H hop m ond take on under- 

wotercruise Keep o close 
wofch on Rush Monne s 
power meter—you cant 
use him forever because 
the energy will run down 
unless you recharge it with 
—_ an Energy Pad 


CARROT-TOSSIN’ RABBIT 


The Robid Rabbits will hop into the 
ployficld ond toss corrals ot you 
Anticipote when they wili show up ond 
fire off o round of bullets It s often 
difficult ta defeat them becouse they 
require quite a few hits and you moy 
have bats chasing you os well 


COOK THE HOT DOG! 


The key ta defeating the Hot Dog is 
speed and precise positioning Stood 
lust on the edge of the small edge 
Jump end fire rapidly when the Hot 
Dog ewholes his blasting beast breotft 
Be potient because the Hat Dag 
requires multiple hits ta be defected 


Starting off on a conveyor belt is a clue as to what lies ahead tor 
our main man in this stage. Dr. Wily has created a seriously 
solid structure for Metal Man to call his home. Mega Man will 


START 


have to survive fills, grinding gears and spiked magnets He 
will need to traverse the entire length of Metal Man's abode to 
reach and destroy him. , . .. .. . ~„ 


Enter tins pseudo-jungit and find some very tough enemies. 
Make your way down to the water section for an even greater 
challenge. If you have Rush Marine, youll be able to go under 
the water and then tt should be no problem at all. The last third 
of the stage is like a mirror-image ot the first part. 


50 MIS TEH DO POH ER 


BLACK-BALL BAT 


The major difficulty in dealing with the 
Block ball Bor is that they usually will 
cttock re groups They ore slaw, but 
each bat wjlf take two hits to be 
defeated You il only be able to hit and 
destroy 'hem when they re flying 




























































































STOP THE MAD GEAR CLOWNS 


Tho Mad Gear Gowns wan f think they re sa funny whoa 
they find themselves biting blasted info oblivionl When 
opproachmg a Gear Clawn, jump and shaat the gear a few 
times Finish the gear when it falls ond toke aut the clown 
With a single shat Pay attention tc tho conveyor belt 
direction 


Mega Mans crea'cr, Dr Light, fought 
h'm the sliding technique before his 
third NE5 adventure Mega Man needs 
to use that skill in this section Held 
Down and press the A and P Button at 
the same time Mega Mon will slide in 
the direction he is facing 


Metal Man will be very upset 
that Mega Man has penetrated 
his fortress and reached his lair 
Use the Clash Bombs which 
you obtained from Clash Man 
You will only have a few Clash 
Bomb shots, then you’ll have to 
switch to the Arm Cannon to 
finish him off. 


Metal Man Franficolly bounces up ond dawn throwing 
barrage of blazing blades Bomb him a few times 


CHICKENS 


Wood Man has let the Biamc Chickens out of their 
pen ond they re westing no time heading straight 
for Mega Monl Its usually best ta ava:d the fast 
Riomc Chickens by running or Sliding under them 
when they leep They will leap at constant intervals 
If you time your moves properly, you should be 
able to get by all of the chickens without suffering 
much damage If you prefer, you can try ta blast the 
chickens, but they usually get ta you before you can 
get off enough shots to finish them aff 


irjj miMMa 


It makes sense! Wood is usually cut with some type of blade Wood Man appears 
to be no different from any other type of wood. A few good blasts with the Metal 
Blade should reduce Wood Man to small stump status.If you have more than half 
of your Energy gauge filled, you will have no problem with Wood Man, Fire at 
him when his shield is down 


wm m, 




























































































AIR MAN 
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BIG AIR TIKIS AND LITTLE BIRDS 


The Mooting Air Tikis will oppecr when you get neor them To sea their lacofi#n |ump out to the right ar>d turn 
around in mid-air They will appear Jump onto them, but watch out for the spikes (ihey look like horns) They 
arent instantly deodly, olthough they will do considerable domcge if touched Throughout the Air Man stage, 

birds will f ly onto the screen carrying eggs They will drop the eggs- 

The eggs will hatch several small, pesky birds Its almost impossible 
to defeat all af the smell birds, sa get the egg and the bird that 
carries the egg before it even has o chance to hatch. 




It’s a cloudy day as Mega Man takes to the skies in search of that blow-hard. Air Man. 
The clouds can easily trick you into going in the wrong direction. Mega Man knows 
that Air Man’s Air Shooter is a powerful weapon. 
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ENERGY 

There is a large Power Up 
ball hidden behind the 
cloud in this orea Maks 
sure to get it The squiggly 
enemies will come out 
nor stop m this area Shoot 
them and 





grab the 
Power 
Ups they 
leove 
behind 







MORE FAMILIAR FACES AT THE HALF-WAY POINT! 


OK, you’ve beaten the first four bosses. 
Now you have to go through four more! 
The new bosses have all made an appear¬ 
ance in Mega Man HI on the NES, As 
with the first four, there is a certain order 
in which they should be defeated. Start 
off with Needle Man. When Mega Man 
hops into a warp transporter he will be 
whisked off to that stage. 


4) TOP AAAN 


This is d«fimt*ly not child s 
playl Tap Spin attack w 
leove Mego Man dozed 


2) MAGNET MAN 

The magnetic field 
surrounding Magnet Man 


is e force to reckon with. 



3} HARD MAN 


He is built obout cs solid 
as they come It s difficult 
getting through his thick 
shell 


1) NEEDLE MAN 


A versatile fighter. Needle 
Man tokes pride m his 
various methods of attack. 


w& mm 


Long, narrow passageways and more enemies will confront 
Mega Man as he sets off to challenge Needle Man. The going 
won’t be easy, though. Needle Man’s cohorts have positioned 
themselves well m this stage. Be especially careful of the gated 
cannons and pesky Hard Hats. 



GIVE NEEDLE MAN AIR 


Use the Air shooter which you 
obtained from Air Man to defeat 
Needle Man. Make sure you deliver a 
blow every tune. If you run 
out of air, switch back to the 
Arm Cannon. 


TFFT T1 PF M I 
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MAGNET MAN HATES NEEDLES 


Don’t let the flying magnets in the first section of the stage pick 
you up-they will do damage. The shading in the layout of the 
Magnet Man stage can cause it to be tricky. It is fairly easy to get 
led astray. Use Rush jet and Rush Coil to get through the diffi¬ 
cult mid-section of this stage. 


Let Magnet Man have it with the 
Needle Cannon. Don’t waste your 
shots when he’s flexing his mag¬ 
netic muscles, though. 




























































































































SHOOT BEFORE YOU JUMP 


After passing by the Air Tik s, Mego Mon will came upegainstfh* 
frightening Lightning Lords Its necessary ta shoat them many 
times to destroy them, 5a fump up and shoot ecrlier than you would 
if you just wotted for them to come around They will cast small (but 
powerful) lightning bolts ot you 


Wait for Air Man to fire off the first round, avoid his shots, then 
unleash the wrath of the Leaf Shield attack that you obtained from 
that piece of pulverized pulp, Wood Man. Air Man’s tornado 
blasts will deflect the leaves, so wait until it’s clear. 




The first p jt of the Top Man stage features a water section. The 
disappearing ledges can be very tricky to negotiate, so use Rush 
Marine to get by this urea. It takes many hits to destroy the 
Bobcats. Jump over the bouncing ball that they shoot out. M ike 
sure that you get the easy 1-Up by using Rush Coil. 


Give Top Man a taste of the Hard 
Knuckle. Jump over Top Man as 
he spins across the screen and 
then let him have it. POW!!! 
Ri*ht in the kisser. 


When Mega Man dusts off the eight bosses along with Quintet, he will chase 
Dr Wily into outer space. Wily md his crazy cohorts have constructed an 
immense space station that is orbiting the planet Mega Man must forge his 
way through it at all costs. Various enemies from previous stages arc sure to 
appear here. Who knows what Wily has up his evil sleeves! 


wm wn mm* 

Hard Man feels safe in the solid foundation of his earthen 
retreat He shouldn't! This stage features rocky terrain and some 
serious enemies. Watch out for the Trap Snappers which leap up 
from their cages. Mega Man can use his ability' to slide to get past 
these traps. 


MISSILE TO HARD MA! 

Nail Hard Man with Magnet 
Missiles. If he jumps, just slide 
underneath him then turn to 
shoot again. 


Avoid Quintet 
ond shoot him in 
th« It s his 
only vulntrobl* 
or«o 


Now you v# §ot 
Quintet s sup*r 
pogo stick, th* 
Sakugarn* 

Wfot will y«u 
4o with it? 


You’re doomed this time, Wily! 
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Following the success of their NES adventure, Buster Bunny and 
his Looney Toon pals have crossed over to Game Boy in Tmy Toon 
Adventures from Konami This all new four-stage story follows the 
toon trio of Buster, Plucky and Hamton as they help Babs become a 
big star. Babs is on her way to the theatre and our heroes want to 
make sure that she gets there safely. 


You can switch from one happenin’ 
hero to the next at any time in your 
bunny-protecting mission. 


is runrwng off to the 
theatre and I wont to 
—. make sure that she 

\ gets there without 
iy c Hitch If them are 
j tough guys in the 
J way, III h*ft em 
with Carrots 


1 ir you re gonna 

J take on the guys 
^sjike Montana Mo#, 
you need 

Oieal scrappy like 
mu ofong I can 
knock em for o loop 
with my Pineapples 


Gee whiz. I m not sure 
how much help I can be, 

| but I con give it a fry If 
' any nasty thugs get in the 
Way, I can bowl them aver 
with a Watermelon. 


54 MJVfEtyQO POWEJt 


Tflrfyjben ro^tl^raol^4t-n^^ rpjftiTd d «i^[<lafn6rfts jc^V§ari^\ && K^na^ 
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STAGE ONE: THE FOREST 


Before Babs leaves for the theatre, she’s going to learn the fine art of act* 
\ ing at the drama school in the forest Hop onto ber trail and make sure 
\\ that the creatures of the forest behave themselves. A mountain blocks 
Jyour path in the middle of the stage. Find Dizzy Devil and he’ll cut a path 
/through this massive mound of dirt and rocks. 


START 






nd-nrJK 


TO FEEDING 
FRENZY 


Since Dizzy helped you get 
through the mountain, the 
least you can do is give him 
a good meal. Drop food 
into his mouth, but watch 
out for the sharp stuff. 


Montana Max and a group of Rats pop out o t six boles in 
this bonus game. Hit ’em with a Hammer as they appear 
and you'll earn points toward a big bonus. 


KS* 




Beat one of three wacky runners to the finish line for a 
bonus. By outrunning the speed Little Beeper, you’11 net a 
valuable Big Heart. 


It 



























































































































STAGE TWO: THE CITY 


Our heroine hare has decided to take a break from acting 
and visit the big city, Follow her into the maze-likc sewer 
system and the city's side streets to make sure that she gets 
through her urban adventure without any problems, if 
you’re stuck, you can call on Furrball to show you the way 
through a secret passage 


START 


(j) START 


Shell out 10 Germ here and 
you I) enter a roc© where n 
victory will net you mote 
weapons, o 1 Up or a Big 
Heart, depending on who 
you choose to race agamsl 


(F) START -> 


STAGE THREE: HAUNTED HOUSE 


It takes a lot of courage to be on the stage. Babs has 
decided to show that she's not afraid of anything by 
braving the dangers of a haunted house on her way to 
the theatre. You’ve got to follow in her footsteps and 
make sure that she gets out of this hare-raising epi¬ 
sode without being nabbed by a ghoul. 


Sava rih the Skunk from her 
underground cog© 


Fih will be able ro knock down c 
big rree in the way 


The ghostly Knight who rule* over the 
haunted house swings a powerful 
Mote. Hop onto hts head ^ 
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Yau il find aut from Furrball that 
Robs has Sapped onto a train. IP 
you ron beat fvm in o gome of 
Hide and Seek, be 'I take you 
through Sis secret passage to the 
Tram Station. 


;luj 


Outwit the Rats in another 
game of Montana Mash far 
some helpful bonus items 


\K\0\ D THE PIT BULL 

Before you can follow Babs out of the city, you're going to have 
to show Arnold a few fancy steps. Hop onto this muscle-bound 
mongrel while he's flexing. ^ .. _ „ 


STAGE FOUR: MONTANA MAX 


Montana Max has Liken over the theatre and will turn it into a giant 
vault unless you stop him journey into Max’s enormous mansion and 
try to knock some sense into this spoiled brat. Before you get to Max, 
you’ll have to pass Elmyra and the Wolverine, Get movin' toon. 


Calamity Coyote s Bike will 
help you zip past danger 


The Wolverine is vicious 
You II heve to outsmart him 


Max has many menacing 
toys. Get out of their way 
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1991 Electro Brain Corp 



Merry* g hitmon, cl! nght—he 
olwcy* seems tg know when 
to hit and when tg stgnd His 
luck at the Blgck Jgck «abta is 
certainly suspicion*. 


Play ail of the casino standards m the Practice Mode to learn 
the ins and outs of big time gambling, from playing the slots 
to shooting craps. When you’re just practicing, it’s no big 
deal when the chips .are down! 

u* V-: y \r \> j m y v 

5 ijCRSHJ ?£OoV * . Irfi*iw< i ?nnnl. 


BU5LE 


a The mgbsters moke mondg mgney gt 
Blgck Jgck Leorn tg figure 
the odds 


Select the egrds you wgnt to hold/ 
then fill your hand from the vdeo 


There s no skill involved in 


The stakes really anrhtgh uithe latest gambling game from Electro Brain. It pits undercover agent Pete 
Rosetti against some of the meanest Mafia mobsters ever, and he has to beat them at their own 
games. Fortunately for Rosetti, the game features both challenge and practice modes, so rusty play¬ 
ers can hone their skills playing Blackjack, Slots, Video Poker or Craps before taking on the 
five cool kingpins. High Stakes is also battery backed, so Rtwetci can take a,break between 
gambling goons and return to rout those who remain later. The odds ate agamst him because 
he has to go to their own dubs and fickle them on their own turf, But he’s a top cop with a 
cool and calculating mind— and he has some tricks up his sleeve, too. Lady Luck just might be 
his side, ^ 
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*- -— -f] If you need just an* 

.H 111'lJ tcrd ta complete a 

winning hond but 
' lKSlj that card happens 

—-^ to be in your appo 

nent s hand, you 

^ 1 ^ U can toke if right aut 

from under his nose by using ;he 
Swap Card option You can buy a 
maximum of two Swap Card aptians 
from Shady at o time 


** a opponent 
is silting pretty 

I i finl with ^ otcan ^ 5 ' ** 
he You don t have 

—fa just read them 

Cfnnn *** w«p use 

the Swap Hand 

card to toke Ms winners and leave 
him with your lasers It s an expensive 
option to buy from Shady, but it s fyn 
ta turn the fables 


As undercover agent Rosctti, 
you will challenge each of the 
ringleaders at four games: Black 
Jack, Video Poker, Slots, and 
Draw Poker. When it comes to 
the final showdowns, if you 
can’t outscore them, they get oft 
scot free. 


□ Jokers ore of 

course tfw* moil 
versatile cards in the 
deck. You I! draw 
—— • ■■ —» one from the deck 

$750X3 occasionally, bvt 

1 1 m you II also have an 

opportunity to buy them from Shady 
when you re about to enter a round af 
draw poker Buy as many as you con 


0 lf s a good idea ta 
keep an ace in the 
ho-e, especially 
when you re play 
tng Black Jack. 
C7CH They re one of 
Shady s less ex 

pensive offerings, but you can hold 
only two of once When you have the 
chance, ga back and buy more to 
hold in reserve 


Whar card does rne 
I dealer have dawn ? 

fyiniln End the guesswork! 
■■VH0P The dealer stonds an 
fcaTLrt 17 so use o Deal 
Down cord then de 
ode whether or not to toke obi S lockup 
with them before you ploy Black Jack. 


At the end of .« 

eoch round, the 
game will tally 
the number af HH 

winning bends and show y 
score and your opponent t 


Shady has Kings for 

B f - * I safe, too They re 

Ujt I less expensive then 

Aces and *hey 
come in handy 

grSnn whenever you need 

- a quick ten points 

Keep them hidden up your sleeves 
and use them ta make the big plays 
Bet heavily before you use any of 
your cheat cards 


KTjji Knowing what caid 

I* corning next 

|j TI gives you a definite 

^ _ j edge in gambling 

- ■ . Buy See Next Cord 

£[220 options from 

Shady, and use 
them ta help you plan your next 
moves in Black Jack and Draw Paker 
The price vones dependng en the 
game you re about to play 


Fi. * '9 Th $*ven 

L f /j LLiiiJ and »A* 

Bkhajll cords 

Iwnnl SsddI 

chances of winning, but they don I 
qua. nfee results 


After three rounds of other games, it’s time for tlie Showdown 
with each mobster. You’d better be a skilled Draw Poker player, 
because that’s the name of the game and it’s your last chance to 
put the crooked kingpins behind bars. Play to win! 


Shady might be an unsavory 
character, but his merchandise 
will be very useful ta you when 
you gamble with the crooked 
likes of this lineup Fork over the 
dough. 


H^OOOl 


nipx 


The Showdown 
games ore your 
last chances ta 
beat the big 
guys at their 
own games 


Dan f waste your cheat cards 
Wail until you have the makings 
af a killer hand to pull them aut 
of your sleeves 


Shrewd play, a few donng bets, 
and some well timed cheat cards 
can give you the winning edge. 


YOU 


GO FOR BROKE 


STOP THE CRIME SPREE 


TAKE 

THE 

GAMBLE! 


Ga for iH Swap cards, swap bonds, deal yourself aces—do whatever it takes to 
break the mabs bonk These ringleaders are as crooked as the day is long, so it 
will toke more than just skill and luck to beat them at their own gcmesl 


KEEP SOMETHING UP YOUR SLEEVE 


ThenPs a shady character lurking in the alley, and, boy, does 
he have a deal for you, You know that the mobsters are dirty 
dealers; you can even the odds by keeping Cards hidden up 
your sleeves. Play them when the tune is right! 


5111RF 
HFftE 


illlHP 

CHBD 


t'ERL 


REST 

CHRP 
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[Lllbi POkEL LXEblta 
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jLI 1 i n 
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TOTAL. 

1 5 
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WHAT... ?// 


WHEN W£ LAST SAW PRINCESS TOAD¬ 
STOOL A MONTH AGO, SHE HAP TAKEN 
OFF IN HOT PURSUIT OF HER DUBIOUS 
SUITOR, BOWSER. PERSEVERING 
PLUMBERS MARIO AND LUIGI PLUNGED 
INTO THE PIPE AFTER HER, BUT THEY 
HOOKED UP WITH THE WRONG CON‘ 
NEC TION SOMEWHERE. THEY PLOPPED 
OUT OF THE PIPE BESIDE AN ENOR¬ 
MOUS EGG AND HATCHED UP A PLAN 
TO COOK IT FOR DINNER. THE EGG 
DID A LITTLE HATCHING OF ITS OWN. 
THOUGH 


THIS IS NOT 
WHAT I 

BGGSPECTBVl 


IT'S A 
SOMBTHING 
ABAURUBf 




































I DON'T 
THINK WE'LL 
SURVIVE THE 
SEARCH/ 


MEANWHILE, 
IN THE 
DESERT,,. 


AND WERE 
OUT OF 
WATER ! 


IT'S DRV 
AS A 

BONE! 



A LITTLE 
DEHYDRATION 
WON'T STOP ME 1 


BE REASONABLE- 
THERE'S NOT A 
CLOUD IN THE 
SKY' 


WAIT! WHERE 

DID THAT 
COME FROM? 


PRINCESS, 
THE TROOPS 
ARE 

POOPED. 


CLOUDS! 


C'MON, 
LET'S DO 


RAIN 

DANCE! 


HELP! WE MUST 
HAVE DONE THE WRONG 
DANCE! IT'S RAINING 
SPINY6! 



























































BACK AT WC 
COOKOUT... 


:HUFF, HUFF: 
X CANT RUN 
ANOTHER 

STEP/ 


HELP/ 


LUIGI/ 

OVER 

HERE! 


WH£W' THAT WAS 
A Close ONE' 



HANG ON, 

WEEGE/ 


A KING-SiZEP CATERPILLAR / 


NOW IT'S 

REALLY 

MAO' 





































OR A 

VINOS MUR 
PINNER/ 
WE'RE PONE 
FOR! 


CENTtPBPE 
6ANP- 
I WICH.f , 


H YOU'VE BEEN A GOOP 
JkA BROTHER, MARIO. 














































































































































YOSHI 

VILLAGE 



I HOPE THEY'RE 
NOT PISCUSSING 
WAYS TO 
COOK US/ 


WELL, 

HOWDY, 

STRANGERS? 


CHILL 

OUT, 

WEEGE 


YOSHI 



MY PAL HERE, 
YOSHI, IS THE 
CHAIRMAN OF 
THE mo CHAMBER 
OF COMMERCE. 


WHY, I'M FRIENDLY 
FLOYD. KEEP A TOOTH¬ 
BRUSH? UGHTBUL8? 
ELECTRONIC IGNITION 
FOR YOUR CAR? YOU 
NAME IT, I'VE GOT IT' 




«»• 


SORRY, 
WERE 
NOT HERE 
TO SHOP ; 
FLOYD, 


fj 


WHERE 

IS 

"HERE, " 
ANYWAY? 


THIS FINE 
LITTLE 
BURG IS 
YOSHI 
VILLAGE. 





HE SAYS IT WAS 
ON ACCOUNT OF 
KOOPA'S 
CURSE. 




























































ACCORDING TO YOSHI, SOME 
VILLAGERS WERE KIPNAPPEP 
AND WHEN HE WENT TO RESCUE 
THEM, KOOPA COOPED HIM UP IN 
AN E6G. THAT5 THE STORY IN 
A NUTSHELL -OR SHOULD I SAY, 
EGGSHELL 




YESIRREE, THE WHOLE 

AFFAIR'S BEEN PAP FOR 
BUSINESS. SAY, HOW 
ABOUT HELPING ME OUT~ 
X'LL GIVE YOU A GREAT 
PEAL, AND THE MERCHAN¬ 
DISE IS A-NUMBER-ONE, 
GUARANTEED FIRST 
QUALITY. 



WHAT WE NEED 
IS AN 

INTERPRETER/ 


SORRY, PAL, I 
CAN'T HANG AROUND. 
TIME tS MONET, 
YOU KNOW. 



BUT X MIGHT HAVE JUST 
THE TICKET. ACME'S YOSHI 
LANGUAGE LEARNER, 
COMPLETE WITH STEP-BY- 
STEP INSTRUCTIONS. 

ON LY 3, OOO COINS / 


3,000/ 
WHAT A 
RIP 
OFF/ 



I'VE GOTTA RUN. DON'T 
TAKE ANY WOODEN 
COINS, HEH, HEH. 


DIP I SAY 3,000? 
MAKE THAT 10 
COINS, SINCE YOU'RE 
FRIENDS OF 

yoshi. 


THAT'S 
BETTER. 
WE'LL 
TAKE IT' 



FIRST, LOOK UP HOW 
TO ASK ABOUT 
FINDING A 
PRINCESS/ 



Yoshi 1 

juangutge Series 


Level Ohe 
























































WAIT 'TIL I GET MY 
HANQS OM THAT 

FRtENQLy noyp// 





ARE YOU OKAY? 
SPEAK TO US' 


THE PRINCESS 
GUARP! 


PLUMBER S 
WORK IS 
NEVER 
PONE! 


IT'S THE 

P-P-PRINCESS 


PRINCESS! 
WHAT HAPPENEP ? 


TO BE CONTINUED 





























































TRIXTER IN CONCERT! 


White Knuckle Scorin' comes with o comicol story 
featuring Mono, Luigi, Princess Toadstool and 
other characters from the Super Mono Bros, 
series 


Drop by your locol record store ond check it out! 


White Knuckle Scorin’ feotures o wide variety of record¬ 
ing ortisfs ond is ovoiloble on LP, cassette ond comport 
disc from 


MCA 
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GRAND PRIZE 


i 


MEET THE BAND AND GO BACKSTAGE 
HAVE DINNER WITH THE BAND 
WIN AN OFFICIAL TRIXTER TOUR JACKET 
SCORE A NINTENDO GAME BOY SYSTEM 


SECOND PRIZE 1 100 WINNERS! 

A COPY OF WHITE KNUCKLE SCORIN’ 

(your choice of cossette or compact disc) 

AUTOGRAPHED BY MARIO! 


TO ENTER: 



print your name, address, phona 
numbar, aga and answars to the 
following question on a postcard 
or plain 3”x5” piece of paper. 

NAME THREE RECORDING ARTISTS WHO CONTRIBUTED 
A SONG TO THE WHITE KNUCKLE SCORIN’ ALBUM. 


1 ? 


S. 


3 . 





Mail your entry 
to this address: 





WHITE KNUCKLE SCORIN WITH TRIXTER CONTEST 

P.0. Box 97062 
Redmond, WA 98073-9762 




Official Contest Rules 

(no purchase necessory) 

All entries for the White Knuckle Scorin’ With Tnxter 
Contest must include name, address, phone number and 
age. All entries must be postmarked no later than April 1, 
1992. The winners will be selected on or about April 15, 
1992 from among all eligible entries. One entry per person, 
please. Grand Prize winner will be notified by phone. 
Second Prize winners will be notified by mail. By accepting 
their prizes, winners consent to the use of their names, pho¬ 
tographs, or other likenesses for the purposes of advertise¬ 
ments or promotions on behalf of “Nintendo Power” 
magazine or Nintendo of America Inc without further 
compensation. Chances of winning are determined by the 


total number of entries received- No substitution of prizes is 
permitted. All prizes will be awarded. To receive a list of 
winners, which will be available after April 30,1992, send 
your request to the address provided above. 

GRAND PRIZE: Nintendo will arrange air travel and 
accommodations for the Grand Prize winner and one guest 
to attend a Tnxter concert If the winner is under the age of 
18, he or she must be accompanied by a parent or acting 
guardian. Value of the Grand Prize is approximately $2000. 
The actual daterof the trip is subject to final determination 
by Nintendo of America. This contest is not open to 
employees of Nintendo of America Inc, their affiliates, 
agencies, or immediate families. Void m Canada and else¬ 
where where prohibited by law. This contest is subject to all 
federal, state, and local laws and regulations. 
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WHERE CAN I FIND 


THE HEALING POT? 





T o find the first Healing Pot and 
make Nasir\ |ourney in 
lakeland easier, you must go to 
tht Gold Ovc From the entrance, go 
left, up, right and up again Now rake 
the first left you come to and the first 
wav up Once again take the first left, 
then continue to follow the path until 
you reach the Treasure ( best. Inside 
you'll find the first f leal mg Pot, which 
increases vour Health Points 



From ihe entrance to 4ie Gold Cove, go left up 
nghl, up, left up and lefl Now follow the polh 



Follow the path until you r»*ach the Treasure Chftst 
Inside is the Healing Pol, which raises your HP 






HOW DO I RESCUE GILES? 



B efore you can rescue Giles, 
you'll have to find him in the 
Gold Cave Start at the 
entrance and take the following path 
go left, up, right, up, left, up, left and 
through the door Fhen turn right and 



Ta find Giles lolfaw ihc winding roult through ihe 
Gold Cave as indicated in the crcclioni above 


go through the next door. Now contin¬ 
ue by moving right, up, right, up and 
then take the door. Giles is outside on 
the mountain top, and he is injured. 
Give him the [leafing Pot and lead 
him hack to Atland through the Gold 


Cave. On the return journey, don’t 
expect Giles to keep up with your pace. 
He moves quite slowly After all, he 
has been sick. Don’t worry about pro¬ 
tecting him from monsters, however, as 
Giles is invincible to attack 


P lease f Get the Healing Pot 
for me* My feet hurt ar.d I 
can't take even one step! 


S3 



Giles is on ihe mountain top and he 15 injured Give 
him the Healing Pat thol you found m the cove 



Now return to the cove, taking Giles with you 
Bring him bock to the village of AHond 
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DRAKKHEN 



HOW DO I GET PAST THE SHARK? 



T he first way to get past the 
shark is to place a character at 
the foot of the bridge facing the 
castle. When the shark passes under the 
bridge and appears on the right side, 
spnnt across. The second method is to 
wade into the water to the left of the 
bridge. Gcndy tap the controller to the 
right when the shark goes under the 
bridge. When the shark appears on the 
right side of the bridge, run into the 
castle. 



Af the msfcnf the shark fin shows up an the 
right side, run forword to the costle 



Woae into the moot When the shork goes under 
the bridge, move onto the bridge ot the right 



HOW DO I GET PAST THE ROAD? 




W hen you try to cross die 
glowing road of arrows east 
of Hordkhcns Castle in the 
middle of the map, monsters appear 
and block it. There arc two ways to 
fool the monsters and cross the road. 
First, you can turn around and walk 
backwards toward where the monsters 
wait, proving the theory that what you 
cant see can’t hurt you. The second 
method is to circle around to the north 
and cross over to the eastern side. 



To ovoid monsters on the Glowing Road, fact 
West and walk backwards to the East 


The second method to crass the road is to circle 
oround to the north before heoding east 




Say Hello To The "E3" Team 


The “E3” Team at Nintendo of 
America stands for “Evening Shift, 
Team Three." From left they are: 
Roy Binder, Casey Pelkey, Jeffrey 
Decker, Dennis Carino, Elaine 
Hutchison, Tony Burgess and 
Heather Wayman. Jon Gibson is in 
front on the left along with Geo 
Smith. Not pictured is Mike 
Frazier, last seen headed toward 
Cafe Mano. By night and by day, 
at work and at play, E3 Team 
members never cease in their 
preparations to answer the 
toughest, rarest and weirdest 
video game questions in America. 
They are the “Unstumpables.” If 
you're losing steep over a game, 
these are the pros who can help 
you. 
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HOW DO 
CLAW IN THE PYRAMID? 


Cl if Moore 


T he Golden Claw is hidden deep 
in the Pyramid. If you go hunt¬ 
ing fot it, make sure you ate at 
level 21 or above, because magic spells 
do not work in the basement areas 
where you must go. You’ll have to fight 
your way through. Once you enrer the 
Pyramid, walk north to the middle of 
the first intersection. There you will foil 
into the pit to the first basement. Now 
search the lower right section of the 
basemenr to find a hidden staircase to 
the second basemenr. In the second 
basement, follow the path until you 
find rhe coffin on the altar. Search the 


coffin for the Golden CLiw. Now that 
you have rhe Golden Claw, your 



If you ore of levs! 2” enter the Pyromid, wo'k 
north to the intersection ond drop into the hole 


chance of meeting monsters increases 
four fold. 



Go to the lower right bosement corner Seorch for 
the hidden slc-rs, then fmd the coffin on the ol’ar 




B uilding up your experience lev¬ 
els is one of the most impor¬ 
tant aspects of Dragon Warrior 
IK. Unfortunarely, building experience 
points seems to take forevet Since the 
only way to build your expetience is by 
defeating monsters, whar you need to 
hurry up the ptocess is to meet more 
monsters. Go monstet hunting once 
you have the Golden Claw. You’ll meet 
four times as many monsters as you 
would without it. Follow the instruc¬ 
tions above to find the Golden Claw in 
the Pyramid. 



COMMAND- 
TALK VP 

SI TOT |— ** 

«*EAR| 

fir in 
viro 




JT« 


M J 



H30G HOW H197 HIS* 
M S? M O M177 M17S 

Hr 3? BrG'- PrOO \UzQ7 


Don t sell the Golden Clow immediotely offer 
gettfnq »t Use it to help build your Experience 


Once vou hove the Golden C ow, heod out into 
the widernesa to bottle monsters 



HOW DO I BECOME A SAGE? 



I f you want one of your party 
members to become a Sage, you’ll 
have to travel to the Tower of 
Gatuna northwest of Jipang. Inside the 
'Tower is the Book of Satori. 'Io find 
the Book you must climb up ro the 
fifth floor of the Tower, battling mon¬ 
sters and mapping your route. On the 
fifth floor you’ll find a tightrope. Fall 
off the middle of the tighttope into 
the chasm. At the bottom of the chasm 
you’ll find the Book of Satori in a trea¬ 
sure chest. Now go to the nearby 
Shrine of Dhama where characters can 
change their professions. Have the par¬ 
ty member who is to become the Sage 
activate the USE command on trie 


Book. Your charactct now becomes a 
Sage, one of the most powerful magic 



H303 H3GJ HI*? Hi** 
M 37 M O N17D MIG* 
Hr 07 Sr 36 Wi 37 


Go to rhe Tower of Garuno to find the Book of 
Soton Fc off the rope on the fifth floor 


users in the game. Only yout hero 
character cannot become a Sage. 



At the Shrme of Dhomo your charocter USES 
the book and becomes o Level One Sogc 
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METROID 


HOW DO I REACH 
THE SPRING BALL? 



Mike Robertson 


T he Spring Ball is located in one 
of the early caverns, but its easy 
to miss. If you have between 27 
and 34 Mctroids left to defeat, you’re in 
the right area. Look for two Save Points 
close together and then exit the left 
door. Spider Ball up the wall of plat¬ 


forms then defeat the Metroid in the 
upper room. Now bomb your way 
down to get the Wave Beam. Return to 
the Metroid room, go outside and roll 
up to the top of the area. Now head 
right and down into the natrow pas¬ 
sage. Bomb left through the wall to the 


Statues chamber and get ready for a 
surprise. The Spring Ball crystal will 
come to life when you jump on it! The 
only way to destroy the Spring Ball is 
by rolling up in a ball and bombing 
continuously. Once you defeat it, you’ll 
win the Spring Ball. 



To reach the Spring Boll you must be in the 
oreo where 27 lo 34 Melrotds have yel lo be 
destroyed From the ship, Head dawn ond lo the 
right, then take the left tunnel os shown obove 
Look for the two Sove Points (X), defect the 
Metroid (M}, get the Wove Beam below, then 
go back up to get the Spring Bo'! 


Spring Ball 



X _ X 



Use the Spider Boll la roll up to the top Th* 
Wove Beom *s useful in this oreo 


If you shoot the Arttfoctor Statue the ball 
comes to life, but it sterns to be invincible 


Only one ottock will work ogainst this enemy 
Roil up in a boll ond use your bombs ogoinst it 



WRITE TO: 

Counselors' Corner 
P.O. Box 97033 
Redmond, WA 
98073-9733 

CALL: 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon-Sat., 4:00 am to 
Midnight and Sun., 
8.00 am to 5:00 pm, 
Pacific time. 
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Lemmings don t waste time thinking. In fact, 
the real little rodents have a curious history of 
marching mindlessly off cliffs, into water, and 
smack into other perilous situations, totally 
oblivious to the danger. The Lemmings in 
SunSoft's new Super NES game are much like 
the real things. They drop out of a trap door 
and start walking without any thought to their 
destination or purpose. It's up to you, the play¬ 
er, to guide them safely to the exit—and that's 


not as easy as it might sound. You'll have to 
assign them special skills to get them to cre¬ 
ate bridges, blast through obstacles, or dig 
down to openings below. And they just keep 
marching with total disregard for their safety 
while you decide how to reach the exit With 
more than 120 progressively difficult puzzles, 
it's a great challenge for players who like to 
solve problems and save Lemmings. 



I don’t know where, but I’m 90809 


When you first see the area 
and location of the exit, pause 
the game and plan out what 
you’ll have to make the Lem¬ 
mings do in order to reach it. 


SELECT A SKILL FAST FINISH 


Press X or Y to select 
ft* icon for the skill 
yw wont, then put 
your cursor on 0 
Lemming ond press A 
to assign it the skill 



To spe^d things up, 
raise ihe Lemmings 
release rate To start 
over or use up the 
dock, bomb the 
remaining Lemmings 


m 

±t 
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Hurry up. 
Let’s yet moving! 




The Lemmings may be in a big hurry, but they’ll never reach 
their destination unless you take the time to teach them some 
special skills. The number of Lemmings that can be assigned 
to each skill is shown above the individual icons. 



LEMMINGS 



BASHER 


Bashers can churn 
through many of the ob¬ 
stacles that block the 
Lemmings’ paths. Press A 
and assign the skill just as 
the Lemming is about to 
reach the roadblock. 



LEVEL 5 FUN A Bosher can 


break through walls that look 
like solid groute The other 
Lemmings turn bock at the 
wall until the path is clear 



also 


solid concrete 



LEVEL 15 TAXING They con 
even tunnel through 
obstacles like this monsters 
headl Whenever you wont 
to creote a direct path, try 
using o Basher 



LEVEL 16 FUN By keeping o 
builder an the |ob, you con 
bridge even lorge gops 
Keep the others occupied 
while the bridge is under 
construction. 


LEVEL 21 TAXING In this 
situation, build a ramp 
obove the exit so the 
Lemmings won I be fried by 
the fire that shoots out 
horizontally 



LEVEL 1 b TRICKY This level 


is Incky indeed The exit it 
hidden in the boulder on the 
stone ledge Use a Builder ta 
construct a ramp up to it 


C BUILDER 

Builders are one of the 
handiest Lemmings 
They can bridge huge 
gaps and build platforms, 
but they build only short 
sections, so you have to 
keep an eye on them. 


If' 

itb*' 

Sp. 






DIGGER 

Diggers are maniacs for 
hard work. They tunnel 
straight down through 
most surfaces, and they 
don’t stop until the job 
is done or you assign 
them new job tasks. 



LEVEL 1 FUN You will learn 
to use Diggers in the very 
first level The exit is visible 
fcalow, so you IJ hove to dig 
down in order to reach it 



LEVEL 26 TAXING This areo 

does look taxing, but you 
con use o Lemming that falls 
from the door obove to dig 
through ihe 'edge to the exit 



LEVEL 1 2 MAYHEM Use 


ane Lemming tc dig through 
the soil, then do seme fast 
building ta prepare the way 
to the exit for all of the 
others 



LEVEL 2 FUN Floaters drift 


gently dowa FaJlers, on the 
other hand, go splot You II 
have your first opportunity to 
float in the second level 



LEVEL 12 TRICKY Float one 
Lemming down ond quickly 
begin lo build romps up to 
cotch ihe others While the 
first one builds, ft oat the 
Fa Hers 



LEVEL 16 TAXING The first 


step in this level is o doozy 
You con use onty four 
Floaters, sa block the rest as 
they come out ond build 
quickly 


( FLOATER 


Floaters pop out umbrellas 
and drift to graceful land¬ 
ings If there aren’t enough 
umbrellas, make the first 
Lemmings float down and 
build ramps for the rest. 
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Talk about tough! Miners tun¬ 
nel through hard surfaces at an 
angle, which comes m handy 
when you want the other Lem¬ 
mings to descend gradually 
instead of falling 



LEVEL 4 FUN Tim s 
nowhere to go but downl 
Use your single Miner to 
tunnel o path to the lower 
level, then make oil of the 
Lemmings climb 


tk 




LEVEL 23 TRICKY Begin by 
using a Basher to tunnel 
through the center block, 
then climb out and pick a 
path bock to free the rest of 
the pock 




« I 


I 


LEVEL 27 TRICKY Set o 
Blocker, then have o Miner 
dig at an angle that will 
make the tunnel open low 
enough to let the Lemmings 
lond safely 



LEVEL 3 FUN Set Blockers at 
the end of ledges ta keep 
the others from walking off 
the ends It s fortunate that 
you don t have ta sov* 

100% 


iL 


#lrr ’ 


LEVEL 29 FUN You have 
plenty of Blockers in tWs 
level Set one on the right to 
keep Lemmings out af the 
dnnk, then begin to tunnel to 
the left 



LEVEL 15 MAYHEM You 
hove to step !ive'y in this 
level I First, set a Blocker on 
the right, then pause ond 
rush over to set one on the 
far left 


( BLOCKER 

Blockers stop in one 
place and turn other 
Lemmings back in the 
opposite direction 
There’s no way to move 
or change them, so once 
they’re set, you can't 
save them. 




LEVEL 6 FUN Timing is 
critical with Bombers 
because they wait five 
seconds to explode Set one 
to ga off beside the pillar as 
shown above 


LEVEL 25 TAXING When 
you don t have Blockers, you 
can use Bombers to create 
prts thet will hold the pack 
whrle you build essenfiol 
ramps ahead 


Like the Blockers, 
Bombers sacrifice 
themselves to save the 
other Lemmings. Use 
them to blast through 
ledges and to blow 
holes in the ground 



LEVEL 20 TAXING Select 
the climbing icon and press 
A |ust as a Lemming reaches 
an obstacle ft will climb until 
something blocks it from 
above 


LEVEL 11 TRICKY If you time 
it carefully, you can use the 
Climbers to blast through 
walls Set it sa they explode 
of o weak point in the wall 


LEVEL 7 TAXING You have 
to tunnel through some rocks 
in the same direction the 
arrows paint Climb over, 
turn Ground ond came back 
to bash 




Zoom in on the hot spots 


When things are happemng really fist, scrolling with the Left 
and Right Buttons uses valuable time that might make you miss 
important moves. You can move around more quickly by using a 
special technique. To move to a new location, put your cursor at 
that point on the map in the lower right corner. When you press 
the A Button, you will pop to that place instantly! 


Once a Climber, always a 
Climber. You have to keep 
tabs on them. They don’t turn 
back at obstacles like the other 
Lemmings do—they just start 
climbing again. 
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Take o look at 
these tough ones! 


The levels become more challenging as you move up, and it 
helps to learn strategics in the early stages, Later, you’ll have to 
figure out solutions to new problems. Below are techniques that 
work in a few of the more difficult levels. 


■ 1 - * 

LEMMINGS 



RIC 

KY-> 

FVEL13 


There’s no time to lose at the beginning of this tricky level. You have 
to start building and set blockers right away to keep the loony Lem¬ 
mings from taking a plunge, and you have to rescue 70%. 



Use the first lemming 
to start building o 
romp up to the right 
then set the next two 
that •merge os 
Blockers to keep the 
others in the center 



When your Builder 
completes the ramp, 
make him a Climber 
Before he drops off 
ta the nght, tom him 
into o Floater so he 
wont splat lond 



Make the Floater be¬ 
gin building immedi¬ 
ately when he lands. 

Bmld ta the upper 
nght os shown, ihen 
tom back and build 
towaids the center 



When the Builder hits 
the center and turns 
around, let tom walk 
all the way bock up 
the ramp to the nghl 
Stort building the 
next two ramps. 



Now walk over to the 
nght, float down, and 
continue to the nght 
side of the platform. 
Make your Lemming 
burfd o short romp over 
to the exit 



Move bock to the 
center and create an 
explosion to take exit 
the upper ramp The 


Lemming hade can 

■■■■carv m 

1 now match ta the exit 


j with time to spare 


TAXINQ-level i 


You must rescue 99% of the 100 Lemmings released in this level. The 
task is made doubly hard because you have so few skills to assign, you 
start with eight Builders but only two of everything else. 



Use your few skills 
economically Assign 
climbing skills to your 
first lemming, and let 
Urn continue while 
the rest walk around 
waiting. 



After your Climber 
reaches th© top of the 
broken column, give 
him floating stalls so 
he II land safely and 
be able to cross la the 
next column. 


-JUL 

ga * ''»- j 


In the meantime, use 
a Digger to start a 
hole, ihen change 
htm mto a Basher 
Bash a tunnel to ihe 
nght to meet up with 
the ramp you II build. 



As your first Boiher 
begins digging the 
tunnel below, you 
should change your 
Rooter into o second 
basher ta cfg through 



After he bashes 
through the column, 
hove your first Lem¬ 
ming build o badge to 
the nght Race it low 
so the tunneled can 
meet up with it 



Your first lemming 
should still be leading 
the way Hove him 
build a ramp ta link 
the two portions of 
badge and lead to 
the exit above 



You'll begin this level with only five Diggers, five Miners, 15 builders, 
and 10 Bombers. You can’t use any of the Bombers, though, because 
you have to rescue all of the 75 Lemmings released! 



The first lemming 
released is your 
workhorse Have him 
start building a romp 
to the next level as 
soon as he drops into 
the pit on the nght 



first ramp, have a 
Lemming dig through it 
so none of the other* 
can dimb up. Suitd up 
to the left then back to 



Walk over the concrete 
blocks and drop onto 
the crag below Go to 
the nght ond mine a 
chunk out of the 
mountain to <reote o 
deadend 




While the rest af the 
Lemmings continue 
ta mill around in the 
pit obeve, build a 
badge over ta the 
left ta prepare a 
safe pom for them 



Start a bridge over 
the final gap While 
the first lemming 
builds, hurry bock 
up to repair the 
romp you dug 
through earlier 


SUPER NES 
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Nasty Neanderthals have 
nabbed the neighbors of kooky 
cavemen Joe and Mac. Grab a 
club and help 'em knock sense 
into their Stone Age foes. 


COOL TI-..T is- tJNTir .. 
UNGtf OF N hNDF ifl . A. NEW> 


oqus 


CAVEMAN ANTICS 

Jump into the action-packed world of Joe and Mac and take on a band of prehistoric 
plunderers in this two-player simultaneous thriller from Data East It’s survival of the 
fittest and funniest in 12 awesome stages of devious dinosaurs, tricky pterodactyls and 
other crazy creatures. Joe and Mac are happy heroes who swing their clubs, toss cave- 
man weapons and leap high into the air 
with acrobatic ease. Since there are three 
levels of difficulty, you can set the challenge 
according to your own game-playing skills. 

Start fighting and secure your position on 
the evolutionary ladder. 
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JOE & MAC ATTACK 


Toss as many os three Bones 
in the oir of once and watch 
them sail into your enemies 
m a tow, arcing pattern 


You can let go of three Boo¬ 
merangs straight up or straight 
out and they II fly bock to where 
you wen? when you threw them. 


Twoplaycr simultaneous action allows 
for both Joe and Mac to get into die 
action and take on the enemies as a team. 
If you choose the Two Player Super 
Game option, you’ll have to make sure 
that you get out of the way of your part¬ 
ner's fire or you’ll get hit 


Light n fira und*r your enemies 
with o burning ball which flies 
in the some ore os Bones ond 
explodes on impact 


While Wheels were invented 
for transportation, they re 
aisa great for flattening 
Neanderthals. 


HUNT wm HIDDEN STAGES 


When you see a Red Egg knock out all of 
the enemies in the immediate area, then 
crack it open. Youll be carried to a 
Power-Up packed hidden stage. 


Takt a took at the prehistoric world before you set off for an a esomc act «ntui^ *icnoa 
stageslabeled with letters and Bonus Stw„cs aie marked • nth numbers. You can collect 
special Kc in bidden ireas t** dear 


the blocking rodeos 


it you tlul everythin^ in sight .rnd demonstrate ■ rni 1 ■ -- . 

some -awesome caveman moves, you’ll find Yrmllfindfow typesofweapons inyourrwetr iwz Is by a ickin 0 op. 
plenty of t-jergizin* food in every stage. Me'll Eg^s md jumping up to hard-to-reach mas. Switch fir m one weapon 1 
comes in thnx si .is. Smdl chops refill a lnlf- 
Hcart, medium sized toasts refill fullHeirt and 
big steaks refill ? Heart-and-adialf. Eat ryht and 
-tf*. f rt 'W'* theii ' it deMen- 


BOOMERANGS 


BONES 


STONE WHEELS 
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PULL UP THE WEEDS 

Small vertiora of the 
Caveman^aling 
Plant appear hem 
Hit them before they 
haw a chance to 
spit Seeds. 


UNPLUG THE FISH 

Eeclnc Fish pop 
straight up out of 
the water in this 
area Hit em once 
and they II never ( 
show up again. 


FLy AND CRACK 


Ride cm the bade 
of a Pterodactyl 
and jump up to the 
Egf. Then trade It 
c,*n and collect e 
Boomerang. 


PLANTS 
AND GEYSERS 


f niij 


INCOMING ITEM 


A Pterodactyl flies 
Into this j*o carrymg 
on Egg. Hit it white it's 
flying ttm solid 
ground and grab the 
item from the Egq 
when it aracks 



The Caveman-Eating Plant 
grows out of the ground at 
the end of this stage. Stay at 
the left edge of the screen 
and toss your weapon* 
making sure that you're not 
hit by it’s whip-like Vine. 
You can also run to the 
right edge when the Plant is 
stunned. 


Stay away from the Plant $ whip like Vine 


one s Seeds Watch out! 
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Seconds after you pass the Tyrannosaurus Rex, it will wake up and 
go after you. Toss weapons at this big lug from the edge of the cliff 4 y 
and back up when it gets too dose _.y - ^ * 

-rt tfUV- ‘"itr linirin S— ilt iMWJMj W -• 


Jump up to the edge of the cliff ond 
toss weapons towards the monster 


Back away from the edge when the 
monster charge* 


Your hgh perch will keep you safe 
from the monster s tail 


JOE «, MAC 

Sr — ^ ' i 


lit jxiru«> 
A - 


-U. uw. 

O ; r 


QUifl 


■ •> 


M m 


m 


DIN 0 FEAST 

IF you defeat the small Dinosaur that 
guards the Tyrannosaurus Rex, you II 
feast on a Dine Steak before >ogr 
big bottle 


HIDDEN STAGE 


A pink creature pops out 
of the Red Egg ond 
takes you here 

Steak X 3 

1-Up X 1 

Key X 1 


ft 


KLWI/ 


HI >1*«M 

I ^ —J 


^ ill Wl> 


iU »*u«> 



BEE HIVES 

P^&TjRANODQN The tree home of the Pootera- 


nodon is littered with huge pre¬ 
historic Bee Hives. Try to avoid the 
Bees and knock down their Hives or 
move on up, out of Bee reach. 

BLAST THE BEES 


The Bees will disappear once you ve 
climbed out of range or nocked down 
their Hives. If you hi! the Hives from below, 
move out of Ihe way. 



The huge Pooteranodon is a giant Ptcrodnclyi-like crea¬ 
ture which attacks from above and occasionally swoops 
m dose to the ground. Hit it when you can and jump to 
avoid quick strikes. _ _ 


LLUJlIr) 


Aim for ifos small creatures that hatch on 
tbs fly 


Jun i‘ out of the way 
during low slide 
attacks 


SUPER NES 
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POUNCING PIRANHAS 


Kronhos jump 
out of lb# woter 
In a hi?h arc Hit 
then fierca fish 
in lh# air and 
knock lh«m back 
lo wh#r# th#y 
cam# from 




CLEAR THE WAy 

Before you fry the tacky leap from platform to Geyser to platform, hit aJI of the 
Piranhas m the immediate area Then, when the air is dear, start hopping. 


HIT THE BRAKES 


A NeomJflrthal speeds through this area and attempts to run you over As soon 
as you sue the Steaks you II know that tfw Neanderthal is on his way Hit him 
as he approaches. _ 


TOvyrYWri 


Action on the river s lls automa¬ 
tically. If you stay too dose to the 
left edge of the screen, you may get knocked off the floating plat¬ 
form, jump from one platform to the next and hit the prehistoric 
Piranhas that leap out of the water in large groups. Stay on guard 
and prepare for your fight with the Fishosauros. 


t'A 

X 


fa 

Urn » 

$ 



HIDDEN STAGE 

Hu the Red Egg when all of Ihe 
enemies in the area one gone ond fly 
off to this specie I place 

1-Up X 2 

Key X 1 



FISHOSAURUS 



A school of the sh.irk- 
like Fishosaurus fly 
out of the water some¬ 
times three-at-a-time at 
the end of the stage. 
Run to the center of 
the screen and hit 
these finned fiends as 
they fly out of the 
water on either side. 


Mok« your woy to Ihe c**nrei of the soeen and fry ro hit ihe Fi*ho*ourui btriore ih#y can cofch up ro you 
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iLFRASAURUS 


CLEAN UP IN THE BONUS STAGE) 


In some stages, after you break the Red Eggs, youll fly to hidden areas. These 
sections always contain a Key. Collect the Keys and use them to pass the 
markers that block your way on the map and enter the blue Bonus Stages. In 
these areas, you can earn energy, items and 1-Ups by performing a few simple 
tasks. Find them on the map and give them a try. 


Youll climb up the 
crowded slope of the diff 
and take on another Poo- 
teranodon in this short 
stage. Take it easy and try 
to save energy while you 


You'll slowly be carried 
down the waterfall by a 
tired Pterodactyl Avoid 
the falling Rocks and 
save your energy for the 
fight at the bottom. 


Sivy mi vrw *14 1 if Km xim to 
•v*id Km bilk* Red*. 


ffikHop* Mwt 


r»ak • sirxglv E*g in tfvs room id 
you II •cm ih« cortints, 


Grab lh« M«al btfora It dr^ps md 
ditappc ir« to * im « 1-Up. 




y «(«* i | 

Mini jhjf* versions of th* Cowman 

Eating " ml attack Itom 

Fight a band of small Dmas for 

Stocks in this "onus Stag* 
























The slippery surface o i this ice c to can cam. you to slide into the spikes 
Witch your step md make sure to grab the 1-Up near the banning. 


im surr 


c flTjd wirti if* 
•tafbrms or U 


me 


LAVA POOLS 


TAR PITS 


Dozens of dinosaurs hive sunk into the muck in this area and met with in You 11 hnd a * - l 
untimely end. Don’t let this h ippen to you. t K l ” cl ‘ a ‘ a p 




MUD POTS 


There isn't a lot of land in this approach to the last big dinosaur. Proceed with 
caution and hitch a ride whenever you can. 


If you don t hav 
chance to stock 
grab the items » 



INSIDE THE DINO 


In case you were wondering what makes a dinosaur nek, you’li find 
out in this final journey. Be careful! 


Neondertbols • 
»hem gang up a 



























































































at there ore no moving objects on 
•?n crack the Red Egg ond fly to this 
and pick up a couple key item* 

Wheel X 1 

Key X 1 


ankylusaukus 


v* orvu it lined with spikes. You ccn ovoid 
spikes by lumping on the small Rat 
pricing on the Rocks that roll over the spikos, 


Yoo’H find a 1 -Up high m tho air near the end of this 

stage Jump onto o Neanderthal thwj 

to coiled the 1 -Up before you meet the Mammoth. 


This ancient ancestor of the elephant charges 
onto tho scene and fosses Rocks with its trunk. 
Stay or the left edge of the screen ond ovoid 

__- ~ WJTfUVl 




om or* constantly moving on (he Volcano. 

- • rock piHarj be fort they drop out of sight 

There's a 1 -Up below the IcH moving rock pillar. Rsdo 
down to collect it, then jump off before tho pillar 
disappears. 

l!» 

•* * *»»- •- •.. 



hums 

. % 

* Jr i 


re 


ip hovering over o bottomless pit Ride on Before your big baffle with the Boneasourus, you con 

erodactyl over the pif, then jump off before defeat a smaller dinosaur for on energizing Stock. 

BONEOSAURUS 




The huge Booeosourus fights 
Rke the Tyrannosaurus in 
Stage H Hit it when you have 
o clear shot, then move oway 
when it attacks. 


a all four types of weapons, here s your 
up Watch aut the for lightning baits and 
quickly 


Instead of leaping from one small land mass to the next 
here, take a nde an the bock of a few hovenng 
Pterodactyls 



The big, red Tyran¬ 
nosaurus is strong 
and vicious. It must 
have been 
something he cte 
^ • Keep plugging 

away and you II have him 
tasting dirt in no time 



in down and attack in this area Dent Jet 
n you and move out of the way quickly 


A new group of Neanderthals rolls into this orao and 
attacks with strength ond speed. Hit em when you can, 
then keep moving 


THERE'S ONE MORE 

LAST BATTLE 


BATTLE 

TO 


CO! 














































Coming Soon for the Super NES 

from OCEAN 




































A LINK TO THE PAST 


THE GOLDEN RULE 

An ancient legend of Hyrule tells of 
a Magic Power locked owoy in a secret. 
Golden Land by seven wise men. Thot oge 
of the world has possed ond now o wizard 
named Agahnim appears in Hyrule. At 
the some time, descendants of the seven 
wise men of legend begin to disappeor. 
When Princess Zelda also vanishes. Link 
can no longer sit idly by. So begins Ninten¬ 
do's clossic new adventure that links two 
worlds—one of Light ond one of Dark¬ 
ness—where treosures or terrors may lie 
beneath the stones ond in the shodows. 
*Look for The Legend of Zelda: A Link to 
the Past at most Nintendo Dealer locations 
May 1st. 


The Legend of Zelda (NE 


TM & © 1990, 1991 Nintendo 


COMPARING ZELDAS 


Prom the overhead view to the 
ingenious puzzles that must be 
solved, A Link To The Past cap¬ 
tures the freedom and excite¬ 
ment of the early Legend of 
Zelda. This time the world is 
larger, the story deeper. Link 
has new powers and the gra¬ 
phics are incredible! 






































Whether they are bidden be¬ 
neath rocks, in caves, buried in 
the ground or guarded by mon¬ 
sters these items are the real 
keys to Link's success. Some 
items can be used in many 
ways and in many places. 
Others are used only once. 
Explore thoroughly: bombing, 
cutting, lifting, pushing and 
bitting evety thing! Use your 
items evetywhere! 



MUSHROOM 

Look for the Mushroom In o 
dork/ moist glen, then give it 
to o friend in return for 
fovors loter in your quest 




ICEROO 

Freeze enemies in their tracks, 
then finish them off with your 
sword using the Icarod Like the 
other mogic rods, the Icerod 
requires Moglc 




& ARROWS 

You II find the Bow ond 
Arrows early on, ond you II 
need them Too bad these 
hopping enemies dan t have 
bull s-eyes, or do they? 




H00KSH0T 

Cross gaps to the other side 
or short circuit high voltage 
villoms with the Hookshot 
Look for if :n o Golden Lond 
of opportunity 




MAGIC POWDER 

Turn ferocious enemies into 
spineless blobs by tossing 
Mogic Powder in their foces. 
The Powder is brewed from 
secret mgredientsl 




BOMBOS 

Each of the three m edallions has 
a very interesting purpose, but 
they con also be used against 
enemies Use the Combos to 
explode oil sorts of myths. 




BOOMERANG 

Stun creatures with the 
Boomerang, or collect items 
that ore out of reach If 
someone wonts you to throw if 
away, do so It will come back. 



BOMB 


Look for crocks ond discol¬ 
ored oreos of walls ond 
Roots, then light the fuse 
Link con olso pick up Bombs 
ond throw them ct enemies 


I m » 

1 





FIREROO 

Turn fo es Into *oast with a Most 
of the Fjrerod You II need 
Mcgic ta operate it Ttw- 
Flrerod doubles os e lamp 
lighting device in dungeons. 




ETHER 

Although the foremost 
function of the Efher is for 
Dark World insiders only, 
you con olso use «t to freeze 
foes solid 




QUAKE 

Shake up the opposition by 
using Quake Like the other 
medallions. Quake uses up o 
lot of Magic Power Be wo re 
of cove-ms when using it 




LAMP 

Light up the dork dungeons 
and coves of Hyrule with the 
Lamp You con light other 
lamps with it, too Dan t 
laove home without it 




MAGIC HAMMER 

A lot is of stoke on Link s 
quest, ond c lot of stakes 
ond posts are in the woy 
Pound on posts ond some 
hard shelled enemies 
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THE LEGEND OF 

ZELDA 

A LINKTOTHE PAST 



SHOVEL 

A speciof treosvre of note 

lies buned somewhere in 

Hyrule The man wha last it 
will give you his shavel for a 
song 





FLUTE 

The song of the Ffute carries 

far on the wind, and it con 
carry you away But before 
the magic will work, you 
must have some direction. 






BOOK OF MUOORA 

Strange Hyrule-glyphs ore 
written on tablets throughout 
the land Ody if you hove 
the Book af Mudoro can you 
translate the words 




BOTTLE 

Bottles hold potions and 
other things like live bees. 
Buy Battles in town Or find 
them in rhe countryside by 
poking your nose under 
everything 




CANE OF SOMARIA 


T he Cane of Somalia creates 
blocks, which can be used in 
severe I ways You can also 
defend yourself by shooting 
fire in four direchans 




CANE OF BYRNA 


Far the best protection 
around, use the mogical 
Cane of Byrno Yau can even 
protect yourself from 
enemies while swimming I 





MAGIC MIRROR 

One step through the 
lookmgloss tokes you back 
where you came from Look 
for a friend to give you this 
gift before you scole the 
heights 


EXCELLENT EQUIPMENT 



SWORO 


CLOTHES 


SHIELO 


POWER GLOVES 


Link s mom weapon is 
the sword He can swing 
it for a regular attack or 
power it up by holding 
down the B Button, 
which results in the 
awesome Spin Attack. 
There are lour levels of 
swords waiting for Link 
somewhere in Hyrule 


• BOOTS 

The Pegasus Boots give 
Link the ability to run ot 
super speed Using the 
Dash Attack, he runs so 
fast that he plows 
straight through enemies 
Try crashing into trees 
ond other things to see 
what happens 




Clothes and armor 
partially protect Link 
from the blows of his 
enemies Yau never have 
fa cetiYCfe or choose 
Mail, but to use more 
protective Mail you must I 
find it There are three 
levels of protection. 






• FLIPPERS 





Zara s Flippers 
Link to swim fn 
ond nvers of Hyrule 
Many places can be 
reached only after you 
buy the Flippers, but 
buying them won t be os 
easy as walking into a 
shop and laying down 
your Rupees 



Link s Shield con stop 
arrows and other enemy 
ottacks Three Shields 
□re available during the 
game Learn how Link 
moves his Shield during 
battle When he attacks. 
Link moves the Shield to 
his right side 


Power Gloves give Link incredible 
strength—enough ta lift great stones or 

push monolithic 
statues Throughout 
Hyrule, many troa 
sures and hidden 
doorways will be 
found beneath 
s tones 


• MOON PEARL 


One of the strangest 
aspects of the Dark 
WbHd is that you 
change shape when you 
enter People become 
rabbits, pigs and other 
strange creatures Once 
you hove the Moon 
Pearl, you will retain 
your true shape 
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The Kingdom of Hyrule has 
many regions and many secrets 
tn each of those regions. The 
overworld shown here is just 
the surface. Caries, dungeons, 
castles and buildings contain 
many hidden levels. Explore 
each of the eight regions in 
greater detail in the following 
pages. If you fulfilI the tasks 
here , you ’ll he ready to move 
ahead to the Dark World. 


LOST WOODS & 
OUTER WOODLANDS 

► PAGE 88 


KAKARIKO VILLAGE 
& OUTSKIRTS 

► PAGE 89 


DESERT OF MYSTERY 

4 THE CANYONS 

► PAGE 90 
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DEATH MOUNTAIN 
& THE FOOTHILLS 

► PAGE 91 


CASTLE OF HYRULE 
& SURROUNDINGS 

► PAGE 92 


EASTERN PALACE 
& VICINITY 

► PAGE 93 


GREAT SWAMP 
& ENVIRONS 

► PAGE 94 


LAKE HYLIA & 

SURROUNDING 

SHORELANDS 

► PAGE 95 
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LOST WOODS 
OUTER WOODLANDS 

vm ttmrpv rm n 


THE SECRET OF 
THE MASTER SWORD 

Legend tells of an ancient sword that 
lies somewhere in the Lost Woods. Is it 
Link’s destiny to claim this mighty 
sword? You must venture into the drift¬ 
ing mists of the woods to find out. Your 
eyes may play tricks on you there. 
Beware of thieves and secretive crea¬ 
tures who dwell in the greenwood. 




THE FOLLOWING TREASURES IN THIS REGION 


MASTER SWORO 
MUSHROOM 


TWO HEART CONTAINER PIECES 


MASTER SWORO 


GAME OF CHANCE LUMBERJACKS 


LUMBERJACKS' 

HOUSE 


TUNNEL TO OEATH 
MOUNTAIN 


OEN OF THIEVES FORTUNE TELLER 


WHIRLPOOL 
(WARP TO 
LAKE HYLIA, 
SOUTHEAST) 


/ 





Mists daft through 
the Lost Woods like* 
ghosts Often Times 
it is difficult to 
discern Link from ihe 
trees, so you must 
concentrate 


THE MASTER SWORD 


A secret glade deep in the forest con-, 
tains a monument with the Master 
Sword embedded in it. Strange writing 
on the monument is meaningless 
without a translation 



Fulfill the quest of the three Pendents, than return for 
the Master Sword end claim it as your own. 


DEN OF THIEVES 


Earlier in die Lost Woods you may have 
bumped into one of the band of thieves 
who dwell here.This thief, however, will 
not rob you blind. Go into his house 
and take what you find. 





LUMBERJACKS 


The lumberjacks have noticed some¬ 
thing very odd about the tree they are 
cutting down. Later on you’ll be able to 
shake* oft its leaves. 



TUNNEL TO DEATH 
MOUNTAIN 


The path to the top of Death Mountain 
winds through dark tunnels. Link will 
be attacked often, but he’ll also meet a 
friend along the way. 




The Old Mon in Ihe tunnel 
will give you a revealing 
gift Naw you con restart 
your quest from the Old 
Mon s cove 



THE SECRETS 
OF THE TREES 


Some trees hove hidden secrets. Use the 
- — mh ■ Dash Attack la 

crash into t*em 
and make 

! _ special items 
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KAKARIKO 

VILLAGE 



THE LEGENDS OF 
HYRULE 

In the village of Kakanko you’ll learn of 
many legends and secrets that will help 
you in your quest. Be sure to speak with 
everyone, but be prepared to run. Link 
has a price on his head and some villag¬ 
ers will call tor the soldiers. Besides 
information, there are many items to 
pick up here. 

Since Link rescued 
Zelda From the dun 
geon, he has became a 
traitor to the evil powe' 
controlling Hyrule 
Luckily, mast people 
trust him 





■ 


The Inn has two rooms and two ways 
m. Enter from the top or bottom Learn 
useful facts in the mam room and find a 
Bottle in the upper room. 




Enter the lower entrance 
and talk to the peopie in 
the Inn. 


The upper room has a 
Bottle in o treasure 
chest* 


MYSTERIOUS HUT 


There doesn’t appear to be any way to 
enter this building. If there isn’t a door, 
then use a bom b. Not all w alls can be 
bombed, of ^ ^ 

course, and 
some cracked 
walls can be 
knocked down 
with the Dash 
Attack. 



BOTTLE MERCHANT^ THIEVES' HIQEOUT 


HOUSE 


WEATHER VANE 


THE LEGEND OF 

ZPLDA 

AUNKTOTHEPAST 


SAHASRAHLAS HOUSE 

SICK BOY'S 
HOUSE 

HOUSE 
HOUSE 


1 


HOUSE 


ITEM SHOP 



MYSTERIOUS HUT 


HOUSE OF 
QUARRELING BROTHERS ^ 


GAME OF CHANCE 





HOUSE OF BOOKS 

COLLECT THE FOLLOWING ITEMS IN THIS REGION 

BUG-CATCHING NET MASTER SWORO (LEVEL THREE) 
BOOK OF MUOORA THREE HEART CONTAINER PIECES 
TWO BOTTLES 





SMITHY’S HOUSE 


The Blacksmith can do nothing for you 
until his partner returns. When the 
partner docs come back, your sword 
can be tempered for a harder edge. 


HOUSE OF BOOKS 


One book has been left out in the 
House of Books, but it is stuck on top 
of the bookcase. Use your head, and 
your feet, to retrieve the book 



The Blacksmith s part¬ 
ner has disappeared 
ond must return lo 
improve the Master 
Sword Don (expect this 
to happen until much 
later in (he game. 



THE QUARRELING 
BROTHERS 


The brother in the first room isn’t 
speaking to the brother in the second 
room. Blow a hole m the wall between 
the two rooms to get them talking 
again, then run a race outside to earn a 
piece of Heart Container. 


FLOCKS OF 
ANGRY CHICKENS 



The chickens in Hyrule moy seem 
stupid, but don( underestimate (hem 
If yw beot up an a chicken long 
enough, o mob af Jfs irate fellow 
fowl will eventua.'ly ottack >w 
without mercy 


r'rtL 'HE 

t fp 

h • ! 

_ m — L , 

' ■ r» i it 1 ~ it ii 


Reconcile (he brothers, then challenge (he maze Look 
for o shortcut fo wsn ihe pnze 


























































DESERT OF 
MYSTERY 



HOME OE HIE MUDORANS 

The entrance to the palace in the desert 
is locked and the monolith that con¬ 
tains the key is written in the strange 
script of the ancient Mudorans. Other 
monuments throughout Hyrule share 
this mysterious language. Learn to 
translate the Mudoran language, then 
enter the temple 

The sands of the 
desert suddenly erupt 
and the Sandman 
cames forth, grasping 
at link. At the some 
tune, vultures swoop 
down from the cliffs 



SLEEPING MAN 



The fellow in the canyon has nothing to 
say to you unless you pull up his sign¬ 
post. If you take the sign later, he will 
unlock a mys¬ 
tery 




DESERT PALACE 


SANCTUARY 


SPRING 


MUDORAN 

MONUMENT 


MAN 


MONUMENT 


COLLECT THE FOLLOWING ITEMS IN THIS REGION 


POWER GLOVE 
BOMBOS 


THREE HEART 
CONTAINER PIECES 


DESERT PALACE 



Leevers and rotating lasers keep Link 
hot-footing it through the Palace in 
search of the second Pendant. One of 
to the Palace is to remember 

your hard knocks 
in the House of 
Books .You*]] need 
true enlighten¬ 
ment to reach the 
final chamber. 



The Skull beyond the wall -ndicofes where the Master 
of the Desert Palace is lurking Shed some light on the 
situation using your Lamp 



MACHO LINK 


With the help of the 
Power Glove, Link can 
lift incredible weights 
like these stones 



Round and round go 
the unblinking eye* o? 
the Laser Towers If the 
eyes see Link, they will 
fire beams of energy 


Attack the heads af the Lanmolas os they appear 


U*e your powerful Sptn Attack for the best results 
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THE FINAL PENDANT 

The dangerous trails and tunnels of 
Death Mountain lead to a fabled tower 
on the summit. There Link must battle 
for the final Pendant, but reaching the 
tower won’t be easy. Look for help 
along the way, and on the top, seek out 
the Spectacle Rocks to reach the tower. 


Many of the cove* cn 
Death Mountain can 
be reached only by 
lumping to narow 
ledges from above At 
the edge of the cliff, 
look for openings 




MOON PEARL 
ETHER 

MAGIC MIRROR 
FOUR HEART CONTAINER PIECES 


’’ 



MOUNTAIN CAVE 


The Old Man in the Mountain Cave 
will give you a valuable gift. Hereafter, 
you can start your journey at the 
Mountain Cave, Link’s House or the 
Sanctuary. 



BROKEN BRIDGE 



The planks of this bridge rotted and fell 
away long ago. Now Link’s only hope to 
cross the span is the Hookshot When 

you have obtain¬ 
ed the Hookshot, 
return to the 
bridge and search 
out its secrets. 


Once Link steps onto the 
Portal he will be transported 
to the Dark World where 
people have new shapes and 
even the hills may be flat. Use 
the Mirror to return to the 
spectacle of the Light World 





The Mountain Tower has many floors, and some areas are accessible only by falling 
through holes from above. Look for the long fall to the Faeries’ Spring in the base¬ 
ment, and don’t leave the Tower without the Moon Pearl. To lower barriers, use your 
Boomerang on the glowing Crystal Switches 


Only a leap of faith from ihe floor above wul ard 
Link next to the lorge Treasure Chest U*e the Star 
Gate a to change the positions of holes. 


Attack the giant Maldorm s tail segment repeatedly 
Ecch time you Fail, you II have to start anew 
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CASTLE OF 
HYRULE 



THE FIRST QUEST: 
RESCUE ZELDA 


Heed the telepathic summons of Prin¬ 
cess Zclda and slog your way through 
the downpour to the Castle. A secret 
way inside will be found concealed 
beneath a bush. Once inside, Link’s 
uncle will provide a sword .and shield. 
Now you must find Zclda somewhere 
in the basement dungeon. 



The Castle Gate is 
beovily defended and 
Link has no weapon 
You wont be able to 
enter this woy Look 
for o secret passage 
to the east 



GRAVEYARD 


GATE 


HYRULE 


COLLECT THE FOLLOWING ITEMS IN THIS REGION 

SWORD MAGIC CAPE 

SHIELD TWO HEART 

BOOMERANG CONTAINER PIECES 


UPPER TOWER 


PASSAGE 

EXIT 


CASTLE OF HYRULE 


Learn to use the statues and turns in the 
hallways for launching surprise attacks 
on the guards. Once Zelda is safe, head 
for the Sanctuary. 



GRAVEYARD 





You never know what you’ll find beneath 
stones in Hyrule. That is especially true 
in the Graveyard Link should push all of 

the stones, even 
though some 
won’t budge and 
others reveal hid¬ 
den dangers. 


THE UPPER TOWER 


After clearing the Mountain Tower, get the Master Sword 
and return to the Castle. Agahmm {the wizard) lives in the 
ighest chamber. Link must cast him from the heights. 



Agahnim can b 
defeated by his own 
powerto spells 


SECOND FLOOR 




FIFTH FLOOR 



FLOOR 



SIXTH FLOOR 




• A sbof from the 
il Mostor Sword 

break* the electrical 
bornec 


FOURTH FLOOR 




EVENTH 


bl'i'W 
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EASTERN PALACE 
& VICINITY 



THE TASK OF THE ELDER 


The wise Elder of Kakariko Village, 
Sahasr.ihla, has taken refuge near the 
Eastern Palace. He will tell you of the 
importance of the three Pendants. If 
you defeat the Armos Knights, you’ll 
win the first Pendant. Link should also 
visit the headwaters of the river to 
obtain valuable items. 


MAGIC SHOP 



Here you can sample the Life Potion 

of Life, Magic 
or Life & Magic 
Potion. The 
woman outside 
requires a special 
ingredient 



THE LEGEND OF 

ZELDA 

ALINKTOTHEPAST 


WATERFALL OF WISHING 


EASTERN PALACE 


SHRINE OF 
SAHASRAHLA 


FAERIE'S SPRING 


COLLECT THE FOLLOWING ITEMS IN THIS REGION 


BOOMERANG (LEYEL 2) ONE HEART 
BOW & ARROWS PEGASUS BOOTS CONTAINER PIECE 

FLIPPERS MAGIC POWDER SHIELD (LEYEL 2) 


SOUTH WARP) I 


WHIRLPOOL 
(SWAMP WARP) 


MAGIC 


ENTRANCE TO 
ZORA-S FALLS 


ZORA’S FALLS 




WATERFALL OF 
WISHING 



The Water Faerie inside the Waterfall 

1 item if you toss 
it into the pool, 
but sbe won’t 
transform just 
any item. 


SHRINE OF 
SAHASRAHLA 



The Village Elder is sought by the 
forces of evil Here in his refuge Link 

may learn much 
of his destiny. 
After clearing 
the Eastern 
Palace, return 
here. 


Although the map above 
does not show Zora’s Falls, it 
shows the route that will take 
you there. Zora can give you 
a special item, but for the 
very steep price of 500 
Rupees. 



EASTERN PALACE 



The Eastern Palace holds many secrets 
and dangers. Once you have the Bow & 
Arrows, some 
easy targets. Be sure 
to bomb walls and 
push stones as you 
search for 
Armos Knights. 


To obtain the Big Key m 
the Treasure Chest, defeat 
all but the Girding enemies, 
who cannot be destroyed 



Stay in a comer and fire three arrows of each Knight 
The final Knight requires mony more 



















































GREAT SWAMP & 
ENVIRONS 



THE SWAMP HOLDS 
DEEP MYSTERIES 

The tall grasses, stone statues and many 
ponds of the Great Swamp conceal 
secrets from the age of legends. Solving 
the puzzles, like that of the Haunted 
Grove, is a more involved task than 
simply stumbling across a treasure Pay 
heed to messages and explore the 
darkest corners. 



Much is hidden by the 
tall grasses of the 
Great Swamp, c rvd not 
oil of :t is wanted Link 
can quickly mow down 
the reeds by using his 
Dash Attack 



GROVE 


LINKS HOUSE 


WHIRLPOOL 
(MAGIC 
WARP) 


SWAMP 


COLLECT THE FOLLOWING ITEMS IN THIS REGION 


LAMP 

FLUTE 


TWO HEART 
CONTAINER PIECES 


HAUNTED GROVE 


SWAMP RUINS 


The secret of the Haunted Grove will 


A great civilization once thrived here. 




FISH STORIES 


A fish in nesd is a 
fnend indeed If ya 
find o fish flopping 

on land, pick it up 
and throw it into o 
pond for o reward 


same area m me Dark woric 
right what once went wrong 


This is where Link begins his long 
quest. Search the single room for the 
Lamp before heading out into the rain. 

Later on, you 
can begin ses¬ 
sions of play in 
this central loca¬ 
tion. 


The boy ploying five flute 
ccnnot be touched, iw can 
the c mmols be hormed 
The answer lies in the Dork 

World 


Inside the Rums remains a token of 
their technology—a water gate that 
drains the pools. Although inconven¬ 
ient for local fish, draining ponds will 
help Link in another dimension. 




BOMBING 
FOR PROFIT 


Look for places in walls, fioors 
and cliffs that have cracks or o 
I different pattern of rocks 
J These ere the weak spats 
w Hvat you should bomb 
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CAPTURE 
THE GOOD BEE 


is legend oF the Good 
Bee h-ueTLookforalarqe, 
strong bee and catch it 
with the net Release the 
Good Bee to fight 
enemies that bog )^u 


FOUNTAIN OF 
HAPPINESS 


Happiness isn’t cheap. Bring lots of 
Rupees to this shrine and cist them 
into the pool. Keep throwing Rupees 
into the pool until you get a reward 


To the left of the Faerie’s Spring is the 
Ice Cave, but you can’t reach the Trea¬ 
sure Chest from here. There must be 
another entrance from the outside Test 
the theory with bombs. 


THE SEARCH FOR 
STRENGTH AND HAPPINESS 


The large lake in the southeast corner 
of Hyrule has secrets both in its waters 
and on its shores. You’ll need the Flip¬ 
pers to explore the lake area, but early 
in the game you can find much on the 
shore. The Fountain of Happiness has a 
special secret that is worth its price in 
Rupees. 


Swmuning is the only 
way to cover ma st of the 
lake, but rite flippers 
won f be found here 
Laak for them in the 
streams of the Ncrtk 




FAERIE'S SPRING 
(ICE CAVE) 


TEM 


TELLER 


FOUNTAIN OF 
HAPPINESS 


WHIRLPOOL 
(WATERFALL OF 
WISHING 


WHIRLPOOL LOST WOOOS WARP) 


COLLECT THE FOLLOWING ITEMS IN THIS REGION 


ICEROD 

BOTTLE 


ONE HEART CONTA NER PIECE 


In Hyrule, the Whirlpools can be used 
to transport Link from one area to an¬ 
other. Swim directly over the Whirl¬ 
pool and you’ll be transported to a place 
across the kingdom It’s the fastest way 
to travel in Hyrule. 


For a small tee, the Fortune Teller will 
grve you advice about what to do or 

who to see next 


on your journey, 
but don’t expect 
too much help 
from him. 


FORTUNE TELLER 









































j When Agabnitn captured 
the descendants of the seven 
wise men of legend, he brought 
them to the Dark World and 
imprisoned them in Crystals. 
These seven must now be freed 
or theforces of the Dark World 
will invade Hyrule. It is said 
that for every evil-doer there is 
one hero who can stop the 
wickedness and save the world. 
Link is that hero, but the aril 
power of the Dark World is 
controlled by someone stronger 
than Agahnim. Now, through 
seven dungeons and many 
other dangers. Link must 
prove himself the champion. 


The Dungeon Masters of the Dork World or* 
strong or>d merciless enemies 


BARK PALACE 


The first Crystal is hidden inside the 
intricate maze of the Dark Palace, but 
there is a maze of thorny trees outside 
that you must first pass through. Once 
inside, search for the Magic Hammer. 
Enemies with shells can be defeated 
only by using the Hammer. Be sure to 
push stones and statues and take plenl 
of bombs to fight the Dun¬ 
geon Master. 


LIGHT & DARK 


The Hefmoaogr King s 
vulnerable forehead is 
protected by o homy 
mask. Use bombs to 
shatter the mosk, then 
attack the dinosaur with 
your swcrd and the 
powerful Spin Attack. 


The Dark World is a twisted reflection of the familiar Light World of Hyrule. Paths 
and mountains may be oddly shifted, and new enemies wander the eerie forests. 
Link can pass between the two worlds using the Portals and the Mirror. Several 
Portals besides the one on Death Mountain can be found. While searching for the 
seven Crystals, Link will have to go back and forth between the worlds many times 
to get items and clues that can be used in the opposite world. 


Some pioces in the Light World can be reoched only 
by going to the Dark World hrsl, then transporting 


Look for tiny holes 
in the canopy that 
mork the troif 
through the outer 
trees 


This monkey s 
business is your 
business, too, for 
shar* time 


The difficulties have 
only begun by the 
time you reoch the 
entrance to the Dork 
Paloce 
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HELNIASAUR 


There is more lo this 
room fhan meels ihe 
eye Look to the 
stotoe 


You II need the 
Hommer to reach 
the end 


onea some ngnt on 
the sihjofion with the 
lamp. It s hard to 
fight enemies that 
you cor I see 


Link must ploce some 
heavy ob|ect on the 
door trigger to keep the 
door open. 


The Dark Palace is the 
most complex maze yet 
Link must learn some 
new tricks. 


Cracks in the floor indi 
cote o weok spot where 
you should try ta bomb. 


onoor on arrow ar me 
red Gonya, then move 
sideways to draw it into 
the arrow s path, it 
moves opposite to you 


BASEMENT 


BASEMENT B 


ENTRANCE 






m 

|i V 

J) K 



4 



FIRST FLOOR 


Use the Hommer to pound 
the posts into the Root Also 
use it against turtles 



WILL LINK FULFILL HIS DESTINY? 


The Legend ofZelda A Link To The Past might be called the 
ultimate adventure. There is action for those players who love 
adventure, mysteries for those who love secrets, two worlds to 
explore and a story that tics it all together. The quest has just 
begun, although already it seems like it has been a long road. 
Link’s path will pass through the seven levels of the Dark 
World and the Golden Pyramid. He will meet unlikely 
friends and face dangers in both the Light and Dark Worlds 
before hearing whispers of the dreaded name of Ganon. 


Ip- " i# ' 585558' ' 
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Nintendo Power Awar 
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A. NES 

1. Battletoads 

2. Ninja Gaiden 31 

3. Shatterhand 

4. Star Wars 

5. Robin Hood; 
Prince of Thieves 


For Graphics and Soun 


B. GAME BOY J ‘ 

1. Battletoads 

2. Castlevania 3: - 1 
Belmont's Revenge 

3. Mega Man in Dr. Wily’s Revenge 

4. Metroid E: Return of Samus 

5. R-Type 


0. NES 

1. Adventures of Lolo 3 

2. Battletoads 

3. Shatterhand 

4. Star Treh 

5. StarTropics 



For Theme and Fun: 


E. GAME BOY 

1. Caesar's Palace 

2. Final Fantasy Adventure 

3. Mega Man 

in Dr. Wily’s Revenge 

4. Nintendo World Cup Soccer 

5. Operation C 


C. SUPER NES 

1. ActRaiser ^ r, 

2. Final Fantasy E 

3. Super Castlevania DL 

4. Super Ghouls ’N Ghosts 

5. Super Mario World 


* 


F. SUPER NES 

1. ActRaiser 

2. Final Fantasy E 

3. SimCity 

4. Super Mario World 

5. Super Tennis 









* 


G. NES 

1. Adventures of Lolo 3 

2. Battletoads - 

3. Ninja Gaiden Ef 

4. The Rocketeer 

5. The Simpsons: 

Bart vs. the Space Mutants 


i. NES 

1. Battletoads 

2. High Speed 

3. Kabuki: Quantum Fighter 

4. MetalStorm 

5. Shatterhand 


H. GAME BOY 

I. Final Fantasy Adventure 

2. Final Fantasy Legend I 

3. Mega Man 

in Dr. Wily’s Revenge 

4. Metroid E; Return of Samus 

5. Sword of Hope 


For Play Control 


K. GAME BOY 

1. Battletoads 

2. Castlevania H; 

Belmont’s Revenge 

3. Kid Icarus 

4. Metroid E: Return of Samus 

5. R-Type 


I. SUPER NES 

1. PilotWings 

2. Populous 

3. Super Ghouls ’N Ghosts 

4. SimCity 

5. U.N. Squadron 


L. SUPER NES \ 

1. ActRaiser 

2. F-Zero 

3. Super Mario World 

4. Super R-Type 

5. U.N. Squadron 


¥ 

★ * 
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THE NESTERS! 





AND THE NOMINEES ARE: 


♦ M. For Best Multi-Player 
or Simultaneous: (««r 


1. Battletoads (NES) 

2. Tecmo Super Bow! (NES) 

3. F-l Race (Game Boy) 

4. The Hunt For Red October 
(Game Boy) 

5. Super Tennis (Super NES) 


P. NES 

1. Battletoads 

2. Ninja Gaiden IK 

3. Star Wars 

4. StarTropics 

5. Tecmo Super Bowl 




Viflainftw-^i 


1. Bowser (Super Mario World] 

2. Dark Queen (Battletoads] 

3. Dr. Wily 

(Mega Man in Dr. Wily's Revenge] 

4. Sardius (SuperGhouls’N Ghosts] 

5. Zoda (StarTropics] 


Best Overall 


Q. GAME BOY 

1. Castlevania I: 

Belmont's Revenge 

2. Final Fantasy Adventure 

3. Mega Man in Dr. Wily’s Revenge 

4. Metroid II: Return of Samus 

5. Operation C 


◄ 

◄ 

A 


¥ 


¥ 

¥ 


1. Fiml Fantasy E (Super NES) 

2. The Hunt For Red October {Game coy) 

3. Infogenius Personal Organizer 
(Game Boy) 

4. PilotWings (Super NES) 

5. Smash TV (NES) 


i KNWW / 


¥ 


R. SUPER NES 

1. ActRaiser 

2. Final Fantasy S 

3. SimCity 

4. Super Ghouls ’N Ghosts 

5. Super Mario World 


■»■»*■*■»*¥¥>¥¥¥¥¥¥-¥¥¥¥¥¥¥¥¥¥¥¥¥¥ THE NESTERS! 


¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

¥ 

- 

¥ 

¥ 


¥ 

¥ 
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Nintendo appreciotes your 
participation in voting for the 
tap games of 1991, By casting 
your votes an the Ployer v s Pall 
card and sending it in, you will 
automatically be entered in the 
Grond Prize drawing! 

GRAND PRIZE 
5 Winners! 

A Super NES and 
10 Super NES Game Paks 

ND 

10 Winners! 

5 NES Game Paks 

THIRD PRIZE 
50 Winners! 

Nintendo Power Jerseys 


r >. 


i 


I7E ; 


OFFICIAL CONTEST RULES 

Ta enter, just fill out the Player's Pall response card and vote far the Nester 
Awards, or print yaur nome, address ond telephone number an o plain, 
3"x5* piece of paper. Mail yaur entry tar 

* NINTENDO POWER PLAYER’S POLL 

P.O. Box 97062 * 

Redmond, WA 98073-9762 

One en!-y per person please All entries musl be postmarked na later than April 1, 1992 
Nat responsible far last, stolen, ar misdirected moil On or about Apnl 15, 1 992, winners 
will be selected in a random drawing from omong oil eligible entries Wmners will be nah 
fied by mail 8y acceptance of their prize, winners consent ta the use of their names, phata 
graphs, or other likenesses for the purpose of odvertismg or promotion an behalf af "Nin 
tenda Power 4 ' magazine and Nintendo of Amenco Inc without further compensation 
Chances of winning are determioed by the total number of entries received Limit one prize 
per household Na substitution of prizes Is permitted All prizes will be awarded A list af 
winners will be available after Apnl 30, 1992 by sending o self addressed stamped enve 
lape ta the address listed above 

GRAND PRIZE SELECTION OF GAMES The'5 Grand Pnze Winners will eoch be awarded 
ane Super Nintendo Entertainment System ond ten Super NES games from a list af game 
paks compiled by the Nintendo Power Staff The five Second Pnze gome paks ore olso 
determined by the Nintendo Power Staff Actual selection of gomes is sub|eci to ovailobility 
Nintendo alsa reserves the nghl to make the finol selection of gomes to be oworded Some 
restrictions apply Contest nat apen ta employees of Nintendo of Amenco Inc, Iheir offi- 
liotes, ogencies ar their immediate families. This contest void in Canodo and elsewhere 
where prohibited by law This contest is sublet la all federal, state ond loco! lows ond regu 
lahorts 
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gtztm/nuT, 

were in skancs' 

AWP "THeY WRITS' 
TH£ SI<SN IN 
gfsISUSH. 
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eau&uTY' 
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LOWIS/ 

this ewe 

LOOKS SHORT 

mouan. 


« 




yowre short 

OKI 6RAIMS 

think m aoiKia 

WiTH YOU. 




•*»»>•! AMi? 




an evew w raw ok!, shorty, 

MATCH, ATJf I CAM BEAT YOU WITH 
tflfifT/ J0i OKIE HAWP TI£P 

05HIMP MY. 

BACK. 




YO« Hflve PUT YOUR 
3007 IN YOUR MOUTH, 
MONSIEUR. R6APY. 
AIM. F//?5! 


STAY 
TUNEP FOR 
WATERLOO It! 


I 




YF 


a. 


I HAVS 

•’ PeSTSOYSP YOU/? 
CANNON YOU 
MISERABLE CUR / 

now you see that 
my- bite is WORSE 

THAN MY BARK 

(vtfv, , 

I —m i 




rw 


\ 




OH Y 6AH 1 N 
W&-L, I HAYS 

not &aaun 

TO BITE! 






THE MEASUKc 
OF A MAW IS NOTj 

his size. 


w% 


>lt*1 




>: 


OOQHOOo\ 


WHAT ASOUT 
TUB MEASURE 
OF A SHRIMP? 


IT LOOKS 
UKS A PERFECT 
FIT. HOWS IT 
,KJTAST5? 


4T 


I • 


-L 




fZ&ZH 




V if 

• V 


n 
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Chris Welsh 

Mentua, NJ 

Finished 

Alex & Francis Crick 

Bellevue, WA 

Finished 

Derek Weber 

B«thoud, CO 

Finished 

Robert Rryk 

Fairfield, CT 

Finished 

Bnan Miller 

Portland, IN 

Finished 

Chris Higgins 

Phiiodelphio, PA 

Finished 

George Dickson 

Woodsury, TN 

Finished 

Thomas Lipschuftz 

Mount Penn, PA 

Finished 

James Gofer 

Torbert, LA 

Finished 

Bnon Sohn 

Yorba Linda, CA 

Finished 

Din's Hortmon 

Washington, DC 

Finished 

Cam Finley 

Bellevue, WA 

Finished 

Shown Tucher 

Miilstodt, IL 

Finished 

Noth on & Jessica none Son Mateo, CA 

Finished 

BATTLETOADS 1 

Mike Lin It latter 

Thunder Ray, ON 

Finished 

< BATTLE UNIT ZEOTH1 

Enc Matthews 

Huntington Beach, CA Finished 

Greg Ford 

Bronx, NY 

Finished 

1CASTLEVANIA1SHP 1 

Ted Pacific 

Bangor, Ml 

Finished 

Ryon Petty 

Reno, NV 

Finished 


Craig Jones 

Glendale, CA 

Fimshod 

Nick Rizzi 

New P.erlin, W1 

Finished 

Robert Tate 

Rarstow, CA 

Finished 

Denis Munoz 

Bronx, NY 

Finished 

Georgia Maben 

Auburn, CA 

Finished 

1 DR. 

MARIO 

1 

David Aplin 

Clla, Ml 

B62.fi DO 

Brenda Posh 

Austin, TX 

660,200 

Bill Keller 

Portage, Ml 

S92,B00 

Rryon Guartsco 

Shirley, NY 

SB4.200 

Rorboro Renaud 

Pitt Meadows, RC 

345,000 

Kevin McDowell 

Hemet, CA 

314,700 

Pat Noschese 

Medford, NY 

3T3,S00 

Ginny Magjido 

Stafford, PA 

30 S, 100 

Tany Pecle 

Millington, MD 

300,700 

Robert Temtent 

Modesto, CA 

212,000 

i dr: 

MARIO 

1 

Troy Swan 

Albany, OR 

310,200 

Ran Brady 

Voncouver, WA 

201,976 

I DUCK TALES 

Bichord Boogoart 

Orton da, FL 

Finished 

Rnan Thome 

Verona, NY 

Finished 

Robert Machado 

Arlington, VA 

Finished 

1 FARIA 1 

Raymond Bentien 

Morton Groves, IL 

Finished 


1 FINAL FANTASY M i 

Stephen Krasner 

Potomac, MD 

Fimshod 

1 FINAL FIGH 

T | 

Bichie Martin 

Johnson City, TN 

Finished 

Ramell Alvarado 

El Paso, TX 

Finished 

Dave demons 

Son Francisco, CA 

Finished 

Steve Abraham 

Mesa, AZ 

Finished 

Anthony Nguyen 

Barling, AB 

Finished 

Wilson Rouse 

Alexandria, VA 

Finished 


Sfm i John liourainaru HavenII, MA Finished 


THE IMMORTAL I 


Word Nelson 

Smolon, K5 

Finished 

1 KLAX 1 

Kelly Cuddle 

Cove Junction, OB 

Finished 

ITHE LITTLE MERMAID 1 

David Goodfellow 

Milton, ON 

Finished 

Ashley Arimborgo 

APO, AE 

Finished 

Michael Everhail 

Janesville, W1 

Finished 

Tina Rufgan 

Bronchville, NJ 

Finished 

Michcel Waters 

Eli zobethtown, KY 

Finished 

Lorry A Aileen Bomasal Lahe Rankonkomo, NY Finished 

Enco Presfwood 

Horn son, NY 

Finished 

Missy Oberbeck 

Wisconsin Rapids, Wl Finished 

Jonathan Gormley 

Fart Washington, PA 

Finished 

Cathenne Cienci 

Harrison, NY 

Finished 

Joey Jonas 

Arnold, MD 

Finished 

Nick Rronkavrc 

Alafia, OR 

Finished 

Greg Donahue 

Pikesviile, MD 

Finished 

Carol Lehet 

Ronton, PA 

Finished 

Noel Schomhorst 

Fori Steith, AR 

Finished 

Joson Ntehous 

Roswell, GA 

Finished 

Rrandon Parker 

Safety Harbor, FL 

Finished 

Chnsta Hillenborg 



& Blcky Vergora 

Spring Volley, CA 

Finished 

Jennifer Kerr 

Galesburg, IL 

Finished 

Dovid Doucette 

Woodstock, GA 

Finished 

Elliott DiRothsto 

Bcselle, IL 

Finished 

Chris Town© 

Turner Foils, MA 

Finished 


I THE ADVENTURES) 

I OF LOi-O HI I 


Randy Crass 

Meadow Vista, CA 

Finished 

April A Albert Wolker Livingston, NJ 

Finished 

Dean Foster 

Chicago, IL 

Finished 

Charles Fencer 

Atkins, AR 

Finished 

Austin Porr 

Trumbull, CT 

Finished 

Camille Gervasio 

Chicago, IL 

Finished 


1 NINJA GAIDEN II 

John Lawrence 

Alex & Brian Keh 
Greg Newton 

Houston, TX Finished 

Huntington Beach, CA Finished 
Taft, CA Finished 

P 

T 

31NCESS TOMATO IN 1 
HE SALAD KINGDOM 1 

William Hanegle 
Francis Krueger III 
Kevin Fischer 
Pomelo Kacimarek 

Allentown, PA Finished 

Glen Cove, NY Finished 

Beloit, Wl Finished 

Troy, Ml Finished 

ISUPER MARIO W0RLDI 


Chns Shepard 

Stanford, CA 

Finished 

Ken Heintz 

Knoxville, TN 

Finished 

Aaron Schrader 

Brookfield, MO 

Finished 

Justin McQueen 

Son Jose, CA 

Finished 

Trevor Gntzmacher 

Sheboygan, Wl 

Finished 

Frank Mirovsky 

Massopequo, NY 

Finished 

Douglos Putt 

Indieno, PA 

Finished 

Michael Scott 

Mukilteo, WA 

Finished 

William Moulden 

Silver Spring, MD 

Finished 

Ivan Martinez 

Fontano, CA 

Finished 

Scott Aaranson 



A Jon Marcus 

Washington Crossing FA 

Finished 

Christopher Drake 

San Francisco, CA 

Finished 

TETRIS 1 

Gary Gold 

Coral Springs, FL 

8SS.7S1 

Nancy Gregory 

Wood bum, OR 

5DB.740 

Ken Anderson 

Eigin, IL 

477,S23 

Vincent Ak >|0 

Ewo Beach, HI 

46B,067 

Brian Kam 

Springfield, PA 

394,729 


Pat O'Hara 

Malvern, PA 

Finished 

Heather Oarkson 

Reed City, Ml 

Finished 

Patrick Camgai 

Seattle, WA 

Finished 

Barbara Beynolds 

Port Bepublic, NJ 

Finished 

Kevin Machenone 

Vincentawn, NJ 

Finished 

Casey Sharp 

Elkland, MO 

Finished 

Kathy Shipp 

Japlin, MO 

Finished 

Keith Ciccan llo 

New Britain, CT 

Finished 

Jerry Pownll 

Coeur d'Alene, ID 

Finished 

Gene Wilcax 

Hempstead, TX 

Finished 

Brent Waters 

Winnipeg, MB 

Finished 

IU.N. SQUADRON! 

Tim on Wilson 

Bowie, MD 

Finished 

Allen B Dojuo 

Volleio, CA 

Finished 

Kerry Domongue, Jr. Houmo, LA 

Finished 


Join the league of Power Ployers by 
sending photos of your high scores to: 

Nintendo Power Players 

P.O. Box 97033 # 

_ Redmond, WA 98073-9733 _ 
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TWO GUYS' OPINIONS ON YAc LATEST PLEASES 

Our pair of opinionated players have been busy keeping up In this issue they review Terminator 2: judgment Day, Extra 
with all of the latest NES, Game Boy and Super NES releases. Inmngs and much more 


GEORGE 


Let’s begin with Blazcbusters for the NES. 
It’s a fire-fighting resale game. You control 
two fire fighters on the ground who have a trampoline while a 
third fire fighter bounces on the trampoline and attempts to 
save people from a burning building. 



Backdraft it ain’t. 


GEORGE I You’re right. But I don’t think it’s meant to be 

a realistic fire-fightmg simulation or anything 
like that. It’s definitely aiming for a young audience. The fire 
fighters look simplistic, like Fisher-Price characters, and the 
game play is very basic. 


It’s incredibly basic... sort of like Pong or 
Alleyway with a burning building theme, 1 
think that a little kid could have fun playing it and wouldn’t 
be frustrated at all by difficulty. 




Personal Power Merer* for Blazebuslws Georqe 25302530 Rob 3 0 A 0 
30 30 


The Empire Strikes Back is reviewed else¬ 
where in this issue. I’d like to point out 
follows the plot of the movie scene by scene 
and that the graphics and sound are excellent but the play 
control may take some getting used to. In tight situations 
where you have to jump from one moving ice flow to the 
next, for example, it takes a lot of practice before you can hit 
the next ice flow every time. Barring that, I think that I like it 
even more than the Star Wars game. 



that the story 



Moving on to Godzilla 2 ... this is a strategy 
game where you are in charge of armed forces 
who attempt to keep Godzilla and other monsters from 
destroying the city in several different scenarios. 


and tanks, and you can use them strategically to fight off the 
monsters. 


I think it’s a pretty cool concept. I like the fact 
that you have all of these defenses, like planes 


GEORGE 



Yeah, the concept’s OK, but it’s really more 
like a board game than it is a video game You 
could play this just as easily on a tabic top with little plastic 
pieces as you could on your NES. 

That’s true, though, in this case, you have the 
computer controlling the monsters, while in a 
board game, you’d need a second player. The first Godzilla game 
had a lair amount of action and some strategy elements. It looks 
like the sequel is concentrating much more on strategy 


GEORGE 



And for a game that is named after one of the 
greatest movie monsters ever, I would like a 
lot more action, a lot more destruction and game play that 
requires good dexterity. 




Personal Power Meters for Godztllo 2 George 30303030 Rob 2 5 30 2 5 
25 


102 NINTENDO POWER 






















































































Super Square Deal, made for the NES, and 
Square Deal, made for Game Boy, are 
more or less the same game. They fit the mold of puzzle 
games like Tetris, Hatris and Dr. Mario. In this case, we’re 
dealing with cards that fall into a five-by-five grid and the 
object is to match three cards of the same number or suit. I’m 
not really a puzzle game maniac, so one or two games of this 
type would be just fine for me They seem to be tailing out of 
the woodwork. 



1 think they should have called this game 
Pokeitris. The card game idea serves as only a 
backdrop while the game is just another Tetris-like puzzler. 
It’s fun and a good temporary diversion but it’s not one of 
those games that you would play for hours on end. 




Personal Power Mefers ‘or Super 
Square Deal George 3 0 30 30 2.5 
Rob 30353530 



Personal Power Meters for Square 

Deal George 3030 30 35 Rab 
30 35 35 30 


If you’re looking for more of a traditional 
Poker and Blackjack game, you should check 
out High Stakes which is reviewed in this issue’s Game Boy 
section. Our next game is Terminator 2:Judgment Day, an 
NES version of last summer’s biggest movie. Just like The 
Empire Strikes Back for the NES, this game is a scene by 
scene movie adaptation. You control the Terminator charac¬ 
ter as he tries to find and destroy the new Terminator. It’s got 
decent graphics and good action and 1 think that people who 
like the movie will be pretty satisfied with the game. 



The problem that I had with it from a graphics 
standpoint is that the character is really 
wimpy compared to Arnold Schwarzenegger. You sec a good 
depiction of Arnold on the title screen, but during actual 
game play, the character that you control looks kind of slight. 
1 thought he would have been bulkier. Another thing is that 1 
found it to be pretty difficult in the motorcycle stage. About 
three seconds after you begin, you crash into this wall with 
almost no chance to react. 




Personal Rawer Meters for Terminator 2 Judgment Day George 35353540 
Rob 35403520 




Well, I suppose that you could get some tips 

_ from the review in this issue. On to 

Wizardry II: Knight of Diamonds, which is part of the 
popular senes of Wizardry PC gomes that is being adapted to 
the NES. Like the first Wizardry game for the NES, I’m sure 
that this one is very deep and challenging, though 1 would 
only recommend it to real hardcore role-playing gome fans. 


It’s a lot like Dungeons & Dragons and 1 think 
that you really have to be into it in order to 
enjoy it. And since the viewpoint is first-person perspective, 
you’d get lost very easily unless you made pretty good maps 
and notes It’s not a game that you can just sit down and play 
without getting really involved 




Personol Power Meters for Wizardry H Knight of Dicmonds. Georoe 3 5 2.5 2 0 
3 5 Rcb 30303035 


Looking at the Game Boy lineup, there’s 
a puzzle game called Pop Up. You 
a bouncing ball dirough obstacle courses, picking up helpful 
items along the way. 

1 think lfs a good game It’s fun and challeng¬ 
ing but I think that it could use a help feature 
so that if you got stuck you could get a few pointers In one of 
the early screens, for instance, there’s a brick wall in the way 
with seemingly no way to pass it. I could have used a tip on 
how to get around to the other side of the wall. 





GEORG3I Actually, there’s an item which allows your 

ball to break through the walk I didn’t find the 
game to be too difficult because every item that you need is 
there on the screen. As long as you know what the items do, 
you can get through pretty easily 
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Personal Power Meters For Pop Up Gearge 35303535 Rob 3 0 3 0 3 0 
30 


Pyramids! of Ra is next The object of this 
puzzle game is to break all of the tiles in a 
series of rooms with a bouncing ball in a way that you can 
return to the starting point when all of the tiles are broken. 
The Pyramid theme is a bit of a reach. 





I found the game to be fun and fast moving 

_ but not incredibly challenging. 1 went 

through probably 15 rooms, each on the first or second try, 
and it didn’t really take a lot of brain power to figure out. The 
puzzles may get more difficult as you move on. 



Personol Power Meiers for Pyramids of Ro. George 35 353040 Rob 4 0 3 0 
30 30 
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I’m sure that they do. Up next is Star Saver. 
In this running and jumping space game, your 
objective is to travel to several different planets and save your 
friends from evil aliens. 




I found the game to be quite difficult and 
frustrating. If you’re hit once, you lose your 
spacesuit and if you’re hit again, you’re sent back to start over 
at an earlier point in the stage. The graphics are decent but 
there was nothing in the game that really sets it apart from 
other games of the same kind. 



Personal Power Me!ers for Sfor S ov*r George 35303540 Rob 35303030 









PHRASES 



T RRNSPORTRTIOH 
RELRHIHG 
^SHOPPING 
^MERGENCIES 
ERTIHG OUT 
H C COMMDDR TION 


The Infogewu* lino expands wrth !he Infogemos German Language Translator 


Our first Super NES game up for discussion is 
Extra Innings. You and 1 have played two 
Extra Innings games and unlike our Rampart rivalry, I’ve 
actually won a game here. 



That’s right We both had runaway innings in 
consecutive games and you took the second 
game. I think this is one of the best baseball games for the 
Super NES so far. It doesn’t really offer anything new but it’s 
an all-around good game with detailed graphics and solid play 
control 



UMtH 


Wc go from Star Saver to Star Trek. This new 
adventure is split between Enterprise 
piloting action scenes and planetary exploration with 
Captain Kirk, Mr. Spock and Dr. McCoy 



I’m a big Star Trek fan and I was excited to pop 
in the Game Pak and hear the opening strains 
of the Star Trek theme. The story is that there is a planet 
destroyer somewhere in space and the Klingons have a 
machine that can defeat this creature What you have to do is 
get the machine from the Klingons and then go after the pla¬ 
net destroyer. The introduction to the story takes place m the 
ship’s bridge, but immediately after that, you go to this view 
of nearby space. You have to chart a course* for the Enterprise 
to this planet through various dangers. At that point, the 
game was a bit of a let-down for me. The Enterprise is very 
small and basically, you just have to avoid asteroids, Klingon 
Cruisers and dangerous obstacles in a huge Space Amoeba. 




That part of the game is quite a bit different 
from the NES version of Star Trek. If you 
enjoy space shoot ’em ups, you’d probably like it. 


1 prefer the scenes that take place on planetary 
surfaces where you actually control the 
members of the crew 




Personol Power Meters for Stor Trek. George 25353035 Rob 35353035 


The players don’t really look like real pro base¬ 
ball players. They’re more along the lines of 
the comic, younger players in Nolan Ryan’s Baseball which 
wc reviewed a couple of issues ago. They are also fairly small 
once the viewpoint switches to that overhead look at a large 
part of tile field at once, though I do like the graphics of the 
game. One thing that I don’t like is that the defensive players 
seem to be pretty slow and weak. The runner might be 
rounding second by the time the outfielder gets his hands on 
the ball and then the throw to third ends up just rolling in. I 
think that we both scored inside-the-park home runs in our 
two games and that almost never happens in the real game. 



Yeah 1 would prefer faster and stronger field¬ 
ing also, but I think that the strengths out¬ 
weigh the weaknesses here. The battle between the pitcher 
and the hitter, for instance, is very fair and realistic. There are 
some games where hitting is next to impossible, but I think 
that it’s pretty easy and intuitive in this game, and that allows 
for a lot of action and scoring 




Persorol Power Meters fw Extra Jnnmgs George 40353035 Rob 30303530 


Next, wc have Smart Ball In this game, you 
control a prince who has been transformed 
into a very flexible ball. Your mission is to somehow find a way 
to change back into your human form. You can slither along the 
ground and defeat enemies by changing your shape. 





Before we move on to Super NES games, we 
should mention that the Infogcnius line of 
Game Paks is expanding with a German Language Trans¬ 
lator. It works as a kind of electronic book, translating both 
from English to German and German to English I can see 
how it could be helpful if you are traveling in Germany and 
would like a quick language reference. There’s also an Info- 
genius Japanese Translator on the way 


GEORGE \ * ts 3 31K * ^ ls Wlt h° ut the boy. 

'GSEES You can do a lot, like climb walls and sack to 
the ceiling. The graphics and play control arc great If you like 
the concept, you’ll probably like the game. 

The play control is difficult to get used to. You 
should have a chance to get the hang of the 
game before you have to do the really difficult stuff 
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I think that the favorite game for both of us 
this issue is The Legend of Zelda: A Link 
to the Past This game is just amazing It’s got incredible graph¬ 
ics, great sound effects, and it’s a well thought out adventure. 

I think it’s going to be a mcga-hit It takes all 
of the things that made the first two Zelda 
games fun and exciting to a new level with the enhanced 
graphics, sound and depth made possible by the Super NES. 



Pftfsonol Power Meters for The Legend of Zeldo A Link to the Post George 5 0 
4 5 4 0 5 0 Rob 45 40 4 5 4.5 


" r h* opinion* of Rob ond George do not reflect the opinions of Nintendo Power 
Mogozine or Nintendo of Americo Inc 




YOUR GUIDE TO THE LATEST RELEASES 


NES TITLE 

COMPANY 

PL»Y INFO 

POWER MEIER RAJINGS 

G P C T 

GAME TYPE 

8lozebu$fers 

Ascii 

2P-A 

2.8 

4 

3.3 

2.7 

2.9 

Comic Action 

The Empire Strikes 8ack 

JVC 

IP 

3.6 

3.0 

3.6 

3.8 

Sci-Fi Adv._ 

Godzilla 2 

Toho 

IP 

2.8 

2.8 

2.9 

3.1 

Sci-Fi Strategy 

M.C. Kids 

Virgin Gomes 

2P-A 

2.9 

3.4 

3.3 

3.3 

Comic Action 

^ t « 

Nightshode 

Ultra 

IP 

3.4 

r ■ ■« 

2.9 

3.6 

3.8 

Crime Fighting Adv 

Super Square Deal 

Hector 

2P-S 

2.9 

3.3 

3.0 

-- 1 

2.8 

Puzzle Action 

Terminotor 2: Judgment Day 

UN 

IP 

3.1 

3.3 

2.9 

3.0 

Sci-Fi Action 

Wizardry H: Knight af Diamonds 

Ascii 

1P/8ATT 


2.S 

2.9 

3.1 

Role Playing 


GAME BOY TITLE 

COMPANY 

PLAY INFO * EIER 

G. .ME TYPE 

High Stokes 

Electro Brain 

2P-S/PASS 3.2 

3.3 

3.S 

3.6 1 

Gomes of Chance 

Infogenius German Longuage Translator 

GameTek I 

IP N/AN/AN/A 

l : K 

N/A 

Translator_ , 

Mega Man 2 

Capcam J 

lP/PASSl 3.9 

” ■ ■ 

3.9 

3.7 

3.8 

Comic Adv. 

Pap Up 

Infagrames 

1 P/PASS! 3.1 

3.1 

3.2 

3.4 

Puzzle Action 

Pyromids of Ra 

Matchbox 

1 P/PASS 2.8 

3.6 

2.6 

2.71 

Puzzle Action 

Square Deal H 

Hector 

2P-S 2.9 

2.8 

3.0 

— 

3.0 

Puzzle Action_ 

Star Saver 

Taita 

IP 3.2 

3.3 

3.0 

3.3 

Sci-Fi Action 

Star Trek 

Ultra 

1P/PASS[3.3 

3.2 

3.3 

,3.4 

Sci-Fi Action 

Tiny Toan Adventures 

Kan ami 

IP 3.8 

3.6 

3.4 

3.6 

Comic Action 


iia 

1 

Extra innings 

Sony Imagesaft 

2P-S 3.4 

3.6 

3.4 

3.4 

Baseball 

Jae & Mac_ _ 

F 

Toita 

2?-S |3J 

[3.6 

3.6 

r* 

3.7 

Camic Action 

The Legend af Zelda: A Link to the Post 

Nintendo 

1P/8ATT 4.7 

[4.3 

4.8 

4.9 

1- 

[HeiojQuest _ 

Lemmings 

Sunsaft 

2P-S/PASS 3.8 

{ L - ■ ■» 

3.6 

i ■ 

ki 

4.3 

Camic Action 

Smart Sail 

Sanv Imaaesaft 

IP 3.3 

3.0 

3.2 

3.4 

Comic Action 





u 

Ltj 

Yau can get the mast out af aur 
game chart by understanding 
the categories Title, Company 
and Game Type are self 
explanatory Use this Key ta 
understand Play Infa and the 
valu abl e Power Meter ratings. 


PLAY INFO 

Games are made to be played with as many 
as faur players Same alsa employ a battery 
ar password ta save game play data 

IP =0NE PLAYER 

2P-S sTWO PLAYERS SIMULTANEOUS 

2P-A = TWO PLAYERS ALTERNATING 

BATT = BATTERY 

PASS = PASSWORD 


POWER MITER 

The Pros at Nintendo HQ rate 
each new game. Ratings are 
from 1 tpaar) ta 5 {excellent) in 
faur different categories 

G = GRAPHICS AND SOUND 
P = PLAY CONTROL 
C = CHALLENGE 
T = THEME AND FUN 
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Our moin man. Morio, still rules the chorts. However, everyone hos got to be won¬ 
dering when The Legend of Zeldo: A Link To The Post is going to skyrocket up the 
Super NES chart. It should be very soon! 



1 



■29 MONTHS 


7M0NTHS 


3 

CK co 

^!z 

5 2 

114 MONTHS, 


NES 


SUPER MARIO BROS. 3 



T hc lasting challenge and appeal 
of Super Mono Bros. 3 should 
keep it at # I for qurte awhile 
longer 


BATTLETOADS 


it I 



They a worthy challenge for 
the Mano Bros, but will thc 
Toads ever attain the lofty # I 
position? 



The good Doctor won’t let a 
little thing like a few viruses 
stop him from preserving some 
fun 




5,185 

POINTS 


TMNTH: 


THE 

ARCADE CAME 

The power of pizza boosts 
thc Ninja Turtles back up 
into the Top 5 Cownbunga, 
dudes! 



TETRIS 


Block-stacking enthusiasts 
gobble up Tetns at the 
stores and push it up the 
NES chart once again 


6~TSS 1 THE LEGEND Of ZELDfl 
MB' S UPER M A RIO BROS, 2 
mm BATMAN 
9 Ams THE SIMPSONS: JKfi 
— I FI NAL FANTASY 

11 M THE LITTLE MERMAID 

12 SI CRYSTALIS 


13 a® 1 MONOPOLY 


14 m MEGA MAN I 


MEGA MAN 


__ 

16 Ml BASES LOADED I 

17 FONTS j LITTLE NEMO THE DREAM Wit!; 

18 S METROID_ 

19^1 MEGA MAN I 

TEENAGE MUTANT NINJA TURTLES 


20 nr 


NTS 
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vS) 20 


SUPER NES 


1 


15,230 

POINTS 


SUPER MARIO WORLD 6 


6,181 

POINTS 


f3 MONTHS 



Its too bad that Mano and Luigi P"7 POINTS 

can't take a brte out of - - - 

' Chocolate sland they're getting ! 8 POINTS 
very hungry on this adventure 1 


L 


0 3,663 


POINTS J 


•3 MONTHS 


F-ZERO 


[TO POINTS 



Taking on the challenge of the 
King League is keeping F-Zero 
players very busy this month 
Don't make mistakes 1 


i 1 2,804 
I I POINTS 


12 &F 


NTS 


8,303 

POINTS 


3 MONTHS 


FINAL FANTASY H 


10 2,078 | 
IJ POINTS j 


1 4 F^S 



The first ep'c adventure f o«*the 
Super NES is keeping role-play 
mg fans riveted to their TV 
screens 


IE 1,950 
ID POINTS 


16 p 1 ^ 50 


INTS 


1,548 



FINAL FIGHT 

Lightning fist Cody and 
muscle-bound Haggar 
tackle the streets of Metro 
Gty Their mission is vital 



SIMCITY 


POINTS 

1,525 


18 POINTS 


Oh no 1 A plane has 
enshed 1 The city hopes Ft 
has enough Fire Stations to 
put the flames out 


19 p^s 


20 


1,373 
POINTS J 


ACTRAISER 

THE LEGEND OF ZEUMSH 
PILOTWINGS 
U.N. SQUADRON 
SUPER BASES LOADED 
CASTLEVANIA K 
JOHN MADDEN’S FOOTBALL 
SUPER R-TVPE 
>11111.1 
GRRDIUS I 

SUPER GHOULS 'N GHOSTS 
SUPER TENNIS 
DRAKKHEN 
LEMMINGS 
CONTRA I 








GAME BOY 

T 



SUPER MARIO LAND 

1 _i_ 1 U ( t'ity\r> Kavc Pv^pr\AA/hprp 


6 M1 ' 


POINTS 


POINTS 


MONTHS) 



Game Boys everywhere are 
leaping to life as Mano pilots 
the Sky Pop through dangerous 
territory 


7 && 





POINTS 


METROID n 


9 a 



I 3 MONTHS 1 


II 




Mi 


The one Metroid left over from 
the first mission continues to 
reproduce- Sam us must come 
to the rescue 1 


1 1 POINTS 


19 2,440 
I £. POIN TS ! 


a a 


13 PLANTS 






IN DR. 

Mrs REVENGE 

That deranged psycho, Dr 
Wily just won't stop He 
keeps assaulting Mega Man 
wrth hts robots 




Game Boy provides an excel¬ 
lent breeding ground for nasty 
viruses You must help Dr 
Mano come up with a cure 


TMNT Ml 

The Foot Gan keeps com¬ 
ing back! The Turtles are 
ready for them, though 
Earn yourself a pizza feast. 


1 1 4 POINTS ; 

r 15 J&INTS 


1 6^5 

[17 m 

(18 POINTS 


IQ 1,353 
ID POINTS 


on 1,283 I 
CAJ POINTS > 


BATTLETOADS 
HOME ALONE 
F-l RACE 
OPERATION C 
SUPER R.C. PRO-i 
TMNT: back from the sewers 
CASTLEVANIA H : be* revenge 
FINAL FANTASY ADVENTURE 
FINAL FANTASY LEGEND I 
TECMO BOWL 
FACEBALL 2000 
KID ICARUS 
SPIDERMAN 

CASTLEVANIA: the adventure 
FINAL FANTASY LEGEND 
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WHAT ARE YOUR FAVORITE GAME BOY GAMES? 




FLAYER'S PICKS 


M i kj^Qost 

l< a nsasi 2 'iT^NMIi 



TMNT: Fall of the Foot Clan 
Mega Man in Dr. Wily’s Revenge 
Tecmo Bowl 

Castlevania: The Adventure 
Metroid I: Return of Samus 


JohijnMjMer 

GreenwTc 


0© 



Spider Man 

Kwirk 

Tetris 

Super Mario Land 
Golf 


PLAYER'S PICKS 


TAKE 5 

T he readers of Nintendo Power have 
voted these games to be their Top 5 
Game Boy Sports games Be sure to 
cast an accurate vote for your favorites 
in the Player's Poll this month. 


PLAYER'S PICKS 


Wencfa^Hgctor 

Davis, 


PLAYER'S PICKS 



Bases Loaded 
Final Fantasy Ledgend 
TMNT: Fall of the Foot Clan 
Dr. Mario 
Spider Man 

Matt hewers 

Sacramen 


©0 


TMNT: Back From the Sewers 
TMNT: Fall of the Foot Clan 
Metroid D: Return of the Samus 
Mega Man in Dr. Wily's Revenge 
Monopoly 


PLAYER’S PICKS 



Joel bjmmens 

Grand Rapi7l l 5S!l 




Final Fantasy Ledgend 
Final Fantasy Ledgend II 
Final Fantasy Adventure 
TMNT: Fall of the Foot Clan 
The Hunt For Red October 


PLAYER’S PICKS 


Blake^e^jnsky 

Alex andliT^Sw. 


V * 


\\ $1 


00 


Final Fantasy Adventure 
Final Fantasy Ledgend 
Final Fantasy Ledgend II 
Super Mario Land 
Mega Man in Dr. Wily's Revenge 



PLAYER'S PICKS 



3 . Bases Loaded 

1 . F-1 Race 

4 . Super R.C. Pro-Am 

2 . Tecmo Bowl 

5 . Days of Thunder 
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Zing, bam, swoop goes the soundtrack of 
“Parker Lewis Cant Lose,” the fist-paced 
FOX comedy senes. With its zany special 
effects, its the only television show we know 
of that can be compared to a video game. 
We recently interviewed Conn “Cotky’ 
Nemec, who stars as the charming but mis¬ 
chievous Packet Lewis. When we met, we 
talked to the coolest kid in high school 
about video games and gave him a sneak 
preview of the new Super NES game, The 
Legend of Zelda: A Link to the Past. 



Conn Narrwc, nghl, better known & Cork/ stars a$ 
Parker lewis, who comes up with an ingenious plon 
{ or every adventure 



Nintendo Power: What do you like best 
about playing video games? 

Corky Ncmcc: They’re so much fun and 
they’re extremely educational, too. I love the 
challenge of trying to complete the games, 
to find hidden things, to reach new levels 
Video games help with concentration and 
hand-eye coordination. Lets face it, you 
have to be intelligent to play; you cant be a 
moron. 

NP: What do you think of The Legend of 
Zelda: A Link to the Past? 

CN: Very cool 1 1 couldn’t get away from the 
game The graphics are spectacular Aaagh! I 
still haven’t beaten Ganon. 

NP; Do you have any video-game playing 
tips for our readers? 

CN: Let go and have a lot of fun. Don’t get 
frustrated—it’ll ruin the fun of the game 
Laugh at your mishaps. 

NP: What's your iavorire video game? 

CN: Right now its Super Mario World for 
the Super NES. It came at the perfect 
time—I was really ready for a new Mario 
Bros. game. Its the coolest. I’ve stayed up all 
night playing it with my friends I like \bshi! 


NP: What do you like best about being 
on Parker Lew is Can’t Lose'' 

CN: The show incorporates special 
effects, music videos, and, most of all, 
originality. Parker’s exttemely likable. 
Hes very popular and into helping peo¬ 
ple, which is cool. 

NP: How did you get started acting* 1 
CN: A friend introduced me to his acting 
coach and, before I knew it, I was doing 
commercials. Since then, I’ve been in the 
film “Tucker: The Man and His Dream," 
and television movies “My Son Johnny" 
and “1 Know My First Name is Steven." 
(Corky was nominatated for an Emmy 
for his portrayal of kidnap victim Steven 
Staynor.) 

NP: Is thete anything about you that 
would surprise your fans? 

CNs (laughing) That I ! m not Parker 
Lewis. I like Parker He’s funny, outgo¬ 
ing, sure of himself, and involved with 
helping other people. I like to keep a lit¬ 
tle mote to myself, so when I’m Parker, I 
get to be someone else, which is one of 
the great things about acting. 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 



WWF Wrestling will come to life soon 
on the Super NES thanks to LJN and 
Sculptured Software. The nearly-finished 
version they sent us got a long workout, 
and we’re happy to report that we liked 
what we saw. The digitized opening se¬ 
quence helped set the scene, and the like¬ 
nesses of the wrestlers like Hulk Hogan, 
“Macho Man” Randy Savage, Animal, 
Hawk, the Natural Disasters and others 
(ten in all) were almost photographic in 
clarity. Even more impressive was the 
smooth animation of the wrestlers during 
the action in the ring—the best we’ve seen 
for a wrestling game 
At first, we thought that the controller 
sequences for executing different body 
bashing throws and holds were difficult 
to figure out. Once we got some basic 
moves under our belts, however, we start¬ 
ed to rock and roll. From simple head¬ 
butts to B-52 Bcllyhombs off the ropes, 




we used every dirty trick in the book All 
the wrestlers are capable of making the 
full range of moves, but size and quick¬ 
ness affects execution. As a result, strategy' 
is very important, which means brains are 
just as important as brawn. 

Realistic touches add a lot to the game, 
like the crowd going ape when you make 
an awesome move and wrestlers respond¬ 
ing slowly to your commands when their 




energy levels are low. The two-player 
mode was our favorite, but with the 
option to wresde One-on-One, Tag Team, 
or in the four-on-four Survivor Senes, 
playing the computer can also be a chal¬ 
lenge, esptciaUy if you set the game to the 
Hard mode Frankly, this Pak Watcher 
was impressed Playing WWF Super 
Wrestle mania was much more fun than 
watching the real thing. 
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Ocean has put together an impressive 
looking action game for the Super NES 
in The Addams Family. Although the 
game play is similar to Mario adven¬ 
tures—Gomez stomps ghosts, ghouls, 
rabbits and other critters who dwell m 
the huge Addams Family mansion— 
there are items to collect that add chal¬ 
lenge and fun to the game. For instance, 
if you find the Fez hat, Gomez can fly! 
The range of actions is a real strength as 
Gomez tries to rescue the strange 
members of his cooky, ooky clan, 


According to Ocean, The Addams Fam¬ 
ily, should be available this Spring and 



Robocop 3 for the Super NES and NES 
w'dl follow 




The Duel: Test Drive 2 


Our sources at Accolade say that work 
has begun on a Super NES version of 
The Duel. Test Drive II. The Test Drive 
games are driving simulations featuring 
some of the fastest production models in 
the world and realistic scenery as seen 
from a cockpit view Distinctive Software, 
the developer, plans on adding a Lam¬ 
borghini Diablo to the Super NES line¬ 
up along with the Ferrari F40 and 
Porsche 959. The screens shown here arc 
from the Amiga. In head-to-head compe¬ 
tition or time trials these cars can reach 


speeds up to 190 mph As this game goes 
through the many steps of development, 



ACCOLADE 


well keep you updated with progress 
reports in Pak Watch. 


I — * 

I 0 

* 

a ii 




Back m January we promised you a look 
at Gargoyle’s Quest for the NES from 
Capcom Here it is, and in this Pak Wat¬ 
cher’s opinion, die Ghoul Realm was 
meant to be explored on a large screen 
and in color. For those of you who 



weren’t introduced to Firebrand the Gar¬ 
goyle m the hit Game Boy version, his 
world is a mix of overhead adventure and 
side-scrollmg action with a trove of items 
to collect along the way. Look for this one 
in the next few months Capcom also has 



STREET FIGHTER E 


two Super NES amide conversions—the 
16 meg Street Fighter II for two-player 
action and Magic Sword’s 50 stages of 
heroic battles. Ariel (Disney’s The Little 
Mermaid) should be appearing soon for 
Game Boy. 



MAGIC SWOKO 


GARGOYLE S QUEST 
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Nintendo of America constructed an 
elaborate temporary structure of more 
than 65,000 square feet at the Winter 
Consumer Electronics Show in Las 
Vegas. There, your Pak Watchers found 
a big top atmosphere and 54 licensee 
exhibitors showing off hundreds of 
games for the three Nintendo systems 
Amidst jugglers, video characters come 
to life, and an interactive Mario, we 
found the following scoops. 

The big news from Nintendo was 
die announcement of a CD-ROM for 
the Super NES, which is scheduled for 
release next January Nintendo also 
showcased The Legend of Zdda A Link 
To The Past , the Super Scope 6, and 
Super Play-Action Football for the Super 



Manufacturers, buyers ond |ournoli$t$ flock ta the 
Winter CES for a pruvinw «f hardwora ond software 

NES. 

At the Capcom booth we tested out 
Street Fighter U for the Super NES and 
found that this 16 megabit version was 
just as fun, fast and fantastic as the 
arcade original For the NES, Dark 
Wing Duck really impressed us with 
great control and fun activities like 
floating with helium balloons 

It looks like Konami/lHtra is conti¬ 
nuing to put out tons of fun. Leading 
the way on the Super NES are Contra 
til • The Alien Invasion {previously called 
Super Contra IV) and T.M N T. IV: 
Turtles In Time . Both are terrific games 
for two players. Konami scored another 
major coup when it landed the license 
for the upcoming Batman movie, Bat¬ 
man. The Return. Look for a Super NES 
game based on the film at the end of the 
year. 

Acclaim/LJN will continue to pro¬ 
duce a wide variety of games Bart's 
Nightmare for the Super NES had Bart 


it 




■ i 



Magic, music and a q ant, interactive Man a draw enthusioshc crowds to Nintendo s centra) stage every hour 


battling viruses and turning into a dino¬ 
saur Another game in the first stages of 
development for the Super NES is Spi¬ 
der Man And The Uncanny X-Men. 

The biggest news for license-based 
games, however, may have been the 
announcement that Sunsoft signed a 
deal for the use of the Looney Tunes 
characters. Already they arc planning 
Death Valley Rally , featuring the Road- 
runner and Wile E. Coyote, and Tazma- 
nia Superman , Batman: Return of the 
Joker , and Blaster Master 2 for the Super 
NES make the future look even 
brighter. Lemmings will also be coming 
for the NES. 

Data East’s Super NES Ultrabots is a 
classy looking cart along the lines of 
Batdctech that looks promising David 
Crane demonstrated his amazingly 
good Amazing Teams for Absolute 
David, who is a tournament tennis play¬ 
er, has succeeded in capturing the feel 



The Joker ond P»oibte wer* two of the character celebs 
at CES We caught them plotting the overthrow of Ken 


of real tennis for this Super NhS game. 

American Sammy was excited 
about two classic DdcD type games— 
Might & Magic with very good 
graphics for the NES, and Might & 
Magic II for the Super NES FCI was 
also showcasing its RPG lineup, headed 
by the Super NES version of Ultima V7* 
The False Prophet. For the NES, Dragon 
Strike looks like an interesting variation 
from the AD&D family. The overhead 
view of this game lets you fly dragons 
and battle in the air. 

The big news from Jalcco is that 
they are working with Lucasarts on a 
Young Indy game based on the TV series 
that will air m the fall Hi-Tcch is also 
working with a major license in a Super 
NES Hunt For Red October. A very early 
Super Battktoads game was shown by 
Tradcwcst. The RARE development 
team seems to be heading m the right 
direction with some cool super moves 



George ond Rob, Nintendo Power s gan*e gurus, 
entiquee everything from Q’berts sash fo Cafe Mario 
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for the toads to use agninst super 
baddies. 

Another major trend is that comput¬ 
er games continue to be converted to 
the Super NES Software Toolworks 
announced that the space-flight simula¬ 
tor, Wing Commander , was on its way. 
Maxis, the creators of SimCity , were 
showing a Super NES version of 
SimEarth , which has already been 
released in Japan The hit PC game, 
Railroad Tycoon from Microprose, was 
announced as a fall release, although 



We visited Tqitq s Bedrock ond Hudsons Adventure 
Islcnd during our four doy lour of CES kiosks. 


the Super NES version was not avail¬ 
able. Creating Tumcan 11 for all three 
systems is the big project at Accolade 
along with The Duel: Test Drive 2. 

Of the five Super NES basketball 
games, HAL’s NCAA Basketball 
showed promise with unique Mode 7 
graphics effects. Electronic Arts 
showed a solid Bulls Vs Lakers , but ev¬ 
eryone was talking about their upcom¬ 
ing PC game, Michael Jordan's Flight 
Simulator , which tins Pak Watcher 
would like to see on the Super NES. 

Tile most talked about game was a 
CD ROM ghost story called Guest from 
Virgin Games while the most talked 
about people at CES were probably the 
guys at Bulletproof Software, who 



Xqrdion, an interstnllor hero, took tin'* out of His busy 
schedule to drop by Eorth ond the Asmik booth 


wore bright yellow pants with happy 
face designs to promote Super Faeeball— 
one of the best two-player games we 
saw! Ocean was busy with several 
development projects: Radio Flyer , 
based on the upcoming movie, and Joe 
Vs The Wall and Push Over— two unique 
puzzlers. The biggest surprise was 
Wings from Namco The WWI flight 
simulator is a big improvement over the 
original Amiga version and derives its 
look and control from Pilotwings. Nos - 
feratu and F1-R0C for the Super NES 
from Seta didn’t surprise us except that 
both of these games exceeded our 
greatest expectations. Out of this World 
from Interplay turned a lot of heads 
with its PC-like graphics and excellent 
animation while Family Dog from 
TJIQJias great animation and humor. 
Well that*s a wrap. Well be reporting 
from Chicago and the Summer CES 
later in the year. In the meantime, many 
■of the games mentioned above will 
appear in Nintendo Power in the next 
several months 



Nintendo hos set its sights on the future with the 
Super Scope 6 accessory for the Super NES 


FUTURE GAMES 


FOR 




Avengers 
Bio Force Ape 
Contra Force 
Cyberball 

The Empire Strikes Back 
Gargoyle's Quest 
Hammerin’ Harry 
Might & Magic 
Rocky 
Toki 

Toxic Crusaders 
T&C 2: Thrilla’s Surfari 
Ufouria 

Uncharted Waters 
Wizards & Warriors HI 
Yoshi 


SUPER NES 


The Duel: Test Drive H 

Fl-RDC 

Magic Sword 

Nolan Ryan’s Baseball 

PGA Tour Golf 

The Rocketeer 

RPM Racing 

Smash TV 

Street Fighter I 

Super Battletank 

Super Contra II 

Super Play Action Football 

TMNT DC 

WWF Super Wrestlemania 




High Stakes 
Ariel (The Little 
Lunar Chase 
Mousetrap Hotel 
Nail N’ Scale 
Star Trek 

Top Gun: Guts & Glory 
Turn And Burn 
Yoshi 
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NEXT ISSUE 

COMING NEXT MONTH IN VOLUME 35 


THE ADDAMS FAMILY 



That creepy, kooky Addams Family is now moving to the 
Super NES for an all-new, mysterious and spooky adventure. 
See some of their 16-bit antics in next months review. 
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CAPTAIN AMERICA AND THE AVENGERS 

Iron Man and Vision have been captured by the evil Red 
Skull. Hawkeye and Captain America will battle a vast num¬ 
ber of villains to free their fellow Avengets 






STAR TREK 

Star Date April 1992: I he Enterprise crew beams down to a 
Game Boy near you, ready to explore new territory and add 
yet another stellar entry to its Star Log. 



WWF SUPER WRESTLEM ANIA 

Our review of LJN s hot Super NES brawl will include pro¬ 
files of the ten WWF contenders who appear in the game. 

Find out the inside scoop straight from the pros. 



BACK ISSUES 


These Nintendo Power back issues are ovail- 
able individually Add them la yaur collection' 
They contain these exciting reviews: 

Vofuma 22 (March *9!) Metal5torm, StarTropics, G,|, 
Joe, Hudson's Adventure Island nr. 

Volume 23 (Apnl '91) Power Blade, Sword Master, 
Totally Rod, Monopoly. 

Volume 24 (Moy 91' Vice Project Doom, The 
Adventures of Lolo HI, The Rocketeer, The Looe Ranger 
Volume 25 [June 91} Bottletoads, Day Dreamin' 
Dovey, NES Open Tournament Golf 
Volume 26 (July '91} Robin Hood, Rockin' Kots, The 
little Mermaid 

Volume 27 (Aug '91j Nmjo Gaiden 3, Dragon 
Warrior H& IK, Darkmon 

Volume 2-' (S- pt *91} Super Mono World, Star 
Wars, Smash TV, Kick Master 
Volume 29 (Oct 91) Star Trek, F-Zero, Metroid, 
Shattefhand, Roger Clemens MVP Baseball. 

Volume 30 [Nov '91} Final Fantasy n, Tom & Jerry, 
Where In Time Is Carmen Sandiego, Flinlstones, 
Ultimate Air Combat. 

Volume 3 1 (Dec '91) Tiny Toon Advenlures, Batman: 
Return of the Joker, Actftoiser, Metroid It Return of 
Sainus (Game Boy) 

Volume 32 (Jan '92) Mega Man E, Monster In My 
Pocket, Tecmo Super Bowl 

Volume 33 |Feb 92} TMNT in The Manhattan 
Project, The Simpsons. Bart vs. The World, Rampart, 
Gl Joe. The Atlantis Factor. 

Use the bock Issue/Tip Book Order Form in this 
mogozine lo order your books todoy 


SPECIAL OFFERS 


Issues from our first two yeors ore available 
only in spcciol collector's sets You won't find 
these issues ot newsstonds 1 



Super Marla Bros, 2 
Ninja Golden 
CosHevama II Simon's 
Quest Zelda II-The 
Adventures of Link 
TMNT 


Volumes 1 through 6 featuring classic gomes 
are included in me First Year Set 



Mega Man Q 
Dragan Warrior 
Super Maria Bros 3 
Tetris 

Fmat Fantasy 


Five of the most popu!or NFS gomes of oil time 
are feolured in Volumes 7 through 12 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power's Strotegy Guides ond tip 
books cover some of the most populor games 
ever ond contoin the most complete informa¬ 
tion If you like these gomes ond wont to know 
every single datotl about them—these Strotsgy 
Guides ore definitely the way to go 1 


STRATEGY GUIDES: 

Super Marta Bras 3 
Nm|c Gaiden II 
finot Fentasy 
4 Player Extra 

TIP BOOKS: 

The Legend of Zeldo Tips ond Toctics 
How to Win ot Super Mono Bros 



Use the Bock )ssue/Tip Book Order Form in this 
mogazine to order your books todoy 
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PLAYER S GUIDES 



Comprehensive QSShSl 

coverage af 136 Gome 
Bay Miles This is by far ihe best 
source of information for Game Boy 


Nmiendj!’ 



The place to find the inside story on 
Mono, plus a whopping 140-page 
review of Super Mono Warld for 
the Super Nes 


This super 

guide gives you information 
an 55 Super NES titles and detailed reviews 
of 19 spectacular gomes! 



PLAYER'S POLL QUESTIONNAIRE RESULTS 


To enter a Player s Poll Contest we ask you to tear ouc and send 
in a card. On that card wc ask you to answer a few questions 
about topics relating to Nintendo and Nintendo Power maga¬ 
zine, We thought you might like to see how readers reacted to 
the recent changes in the format of Nintendo Power, 


1) HOW DO YOU LIKE THE NEW COMICS SECTIONS? 


They were great* I can't wail 
for more next manth 


They were oil right, but I'd pre 
fer to hove no comics ir 
Nintendo Power 



I liked them 


4.3% 


I didn't like them at all 


2) WHAT DO YOU THINK ABOUT HAVING ADVERTISEMENTS IN 
NINTENDO POWER? 


They're all right, if limited to a 
few pages 



really like them and think you 
houia have more pages of ads 


I don't like them 


3) OVERALL, HOW DO YOU LIKE THE NEW NINTENDO POWER? 


I think it's great* 



I don't like the changes Bring 
bock my old Nintendo Power 


It's OK I didn't reolly natice 
much difference (11 8%) 


To summarize, teaders really liked the changes in Nintendo 
Power, including the addition of the Legend of Zelda and Super 
Mario Bros, comics. Readers also thought that it would be O.K. 
to run advertisements if they were limited to a few pages. The 
results were tallied from a random sample of approximately 
23,000 responses 

THANKS FOR YOUR INPUT AND CONTINUED SUPPORT! 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



